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tis a very hot day, the Sun beating down without 

mercy. Seeking refuge from the relentless heat, every 
living thing on that African plain is hidden in shadows— 
all but two. There, picking curiously through the litter of 
past and present; are two scientists, the men who 
discovered what may be the first human, "Lucy." 

They are Donald Johanson and Tom Gray, looking 
again for something old. And then, Johanson spies it. 
There, just out of the corner of his eye—proof of 
mankind's existence long before Lucy, of a civilization 
not all that different from our own, of a reality that just 
has to have been real. 

It's the sign that says "Welcome to Bedrock.’ 

That's my fantasy, you know, whenever I read all those 
scientific treatises about the first humans (books of which 
I'm inordinately fond). Somehow, the “facts” of human 
existence then fold into the “fictions” associated with a 
stone-age family that I first encountered while watching 
television more than 30 years ago. It’s a dream, you see. 

I want the Flintstones to be real. 

And this summer, they are. 

The Flintstones, of course, were created in 1960—fash- 
ioned by William Hanna and Joseph Barbera as a sort of 
prehistoric Honeymooners. At the time, Hanna and Bar- 
bera were already the stewards of a burgeoning TV anima- 
tion empire which included Huckleberry Hound and Yogi 
Bear, but it’s The Flintstones that, to me at least, 
cemented them as touchstones of cartoon childhood. 

Yes, OK, The Honeymooners is a TV classic, but The 
Flintstones were, well, nicer people. Fred was somehow 
more lovable than Ralph Kramden on his very best day— 
there’s no question about it. Barney was smarter than Ed 
Norton (but then, who wouldn’t be?). And Wilma and 
Betty? They never seemed quite so shrewish as Alice and 
Trixie. The Honeymooners offered a household filled 
with comedic contempt leavened by love—whereas the 
Flintstones and the Rubbles, they could never really hate 
anyone. And The Flintstones, after all, were much more 
animated than The Honeymooners. But then, they would 
be, wouldn't they? 

Bringing these caveman characters to life were a quar- 
tet of voiceover veterans, trained in vaudeville and on 
radio: Alan Reed (as Fred), Mel Blanc (Barney), Bea Bena- 
deret (Betty) and Jean VanderPyl (Wilma). (Sadly, only 
VanderPyl is still alive and voicing her character.) Suc- 
cessors included Henry Corden (Fred), Frank Welker and 
others (Barney) and Gerry Autterson and others (Betty). 

So, I'm pleased to direct your attention to COMICS 
SCENE YEARBOOK #3 (on sale June 14). There, we've 
collected three classic Flintstones interviews—with 
Blanc, VanderPyl and Corden—alongside all-new looks 
at Reed, Benaderet, Welker and the others. I love having 
all these Flintstones folks together in one edition just as 
the live-action Flintstones movie (the reason for all this 
hoopla) hits theaters. 

Seems like they've been talking about a live-action 
Flintstones since the dawn of time. (There was even a 
story on it seven years ago in CS #1). At one point, John 
Belushi's name was mentioned as Fred (the late actor was 
also talked up at the time to play a live-action Alley Oop, 
based on the caveman comic strip). That, of course, didn't 
happen. Still, it seems as if John Goodman was born to 
play Fred Flintstone, heading a cast that includes Eliza- 
beth Perkins, Rosie O'Donnell and Rick Moranis (another 
incredibly nice guy). 
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I DONT MIND 
A PET THAT 
DROOLS... 


BUT. 
THIS 1S 
RIDICULOUS! 
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Marc Shapiro wandered around the set to file a prehis- 
toric overview of the FX-laden comedy (see page 30). For 
Toy Fair a few months ago, Universal Pictures and 
Amblin Entertainment actually brought part of the set to 
New York—erecting it in a Manhattan armory so that we 
attendees could truly say we had been to Bedrock. 

And yes, it's a very impressive place, that prehistoric 
city (and the built-from-scratch, fabulously faithful sets). 
What's strange is the cartoon civilization that depends on 
The Flintstones' box-office survival. Live-action movie 
versions of Harvey's Casper the Friendly Ghost and Richie 
Rich are already underway, but other Hanna-Barbera cre- 
ations remain in limbo, despite attempts over the years to 
bring reality to Tom & Jerry, The Jetsons and Scooby-Doo. 
If The Flintstones rocks and rolls into success, other 
Toons will follow—perhaps Jonny Quest, Secret Squirrel, 
even Magilla Gorilla. 

It's true, you see. Upon The Flintstones rests the fate of 
a virtual cartoon civilization and their eventual evolution 
from animation to actualization. 

So, be a paleontologist for just a moment, and examine 
your surroundings. There, just out of the corner of your 
eye, the discovery awaits. It's at theater near you. 
Welcome to Bedrock. 

—David McDonnell/Editor 
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for a moment—his lost love, we 
hear Sarah's voice reminding us 
that it is love, not hatred or re- 
venge, that propels humanity. 
Says David J. Schow, the 
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Nevermore will 
vengeance lie 
unresolved 
beneath the earth, 
for the Crow flies 
this night and the 
guilty are not safe. 
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"We were working off pencils of tne 
final issue—before the comic book was 
even finished—and we ourselves had 
no idea how it was going to end. Little 
did we know that we were about to do 
14 more drafts as ideas came up and as 
Brandon Lee got involved. I was con- 
tacted on this because someone had 
read my fiction, and saw in that the 
prose values they wanted to translate 
to the screen. My work was very ap- 
propriate for The Crow, which is very 
dark and Gothic and film noir-like— 
and incredibly violent. All those ca- 
pacities, to one degree or another, are 
embodied in my two novels and short 
story collections." 

According to Schow, he was in sync 
with the director and producer as to 
what the movie would 
challenge, he says. 


tone—staying true to the com: 
which is fairly dark and emotio: 
fairly intimate to the characte: 
portraying these events on film in 
unflinching kind of way.” 

Schow sees the violence and th 
lyricism in The Crow as “flip sides of 


the same thing. Internally, we're all in- ` 


credibly violent as a species, so the 
thing about movies and comics in par- 
ticular is that internal thing that’s ex- 
ternalized in physical action: someone 
cuts you off on the freeway and y 
want to kill him. Someti 
lowest form, the violenc 
fantasy, but in its highest for 
empowerment—‘What 
power to do this?’ 

“In the case of The Crow,” he co: 
tinues, “what if this horrible tragedy 
befell me and I actually had the chance 
to come back and redress the whole 
situation a year later? Every movie ever 
made is a fantasy, because we're all 
playing that ‘what if’ game. 

“What the comic book and the 
movie have in common is that Eric 
Draven is a man who returns from the 
dead—comes up out of the grave to 
avenge his own death and his fi- 
ancee’s. In the movie, it’s a year after 
Night ti on the anniversary of Devil's 


Night, the eve the city burns. In 
Detroit, every year on the night before 
Halloween, several hundred fires are 
set; this is not part of the comic, but 
it's part of the backdrop that we 
decided to set the story against. It 
involves Eric's growing cognizance of 
his own past, because he comes out-of 
the grave a blank slate and acquires 
memories, in flashback form, of what 
became of him. Concurrent with that, 


he gets his sense of mission with the 
help of a crow which he follows and 


through whose eyes he can see. He . 


discovers various things, such as his 
ability to not be wounded, to take hard 
falls off high buildings, absorb bullets, 
deflect knives—all of which will serve 
him in his mission to get the guys who 
killed him the year before. 

"That's more or less the mission in 
the comic, but we wanted to develop 
every character in the comic and create 
some new ones, such as the living 
people with whom Eric gets involved, 
like Sarah and Albrecht, and try to de- 
fine what their relationships were like 
before Eric died and how that was im- 
portant to him when he returns. If you 
had to leave these people, and then 
had a chance to come back and redress 


happened to 
relationship h: 
middle of t 


Director Alex Proyas was tapped to trans- 
form the bizarre Gothic nightmares of 
James O'Barr's cult comic book into an 
equally haunting film. 


whatever was-not in balance when you . 


Al 
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CO! 


interested in 
ot at the Pit, 


villains' meeting MEN (until Draven 
straightens her out, thereby affirming 
Shelley's role as a substitute mother). 
Sarah is the only one who visits Er- 
ic's grave, as if she were calling him to 
come back. “Also,” adds the screen- 
writer, “if you subscribe at all to the 
idea that you keep dead friends and 
loved ones alive in your mind by re- 
membering them, she is the only one 
who makes the gesture, and therefore 
makes it even more appropriate for 
him to come-back: What makes Eric 


helley special is not just their 


but that iu are e ап 


happened in the midst 
of all this but did. It’s the unfairness of 
it; if you accept that things are cosmi- 
cally balanced and you have a here- 
after that awaits beyond death, then for 
Eric to return at this time for this 
mission is very appropriate.” 

Schow concedes that it took a while 
to figure out Draven’s resurrection. “It 
went from being ethereal—he floats up 
through the turf and is just there—to 
an actual physical, labored crawling 
out of the grave in the best horror 
movie tradition. We decided that Eric 
crawling out of the grave is a parody of 
birth, so when he crawls out he’s still 
wearing his funeral suit, he’s all 
muddy, he’s soaked, and he doesn’t 
remember anything. After a year in 
limbo, and not being reunited with his 
fiancée in the hereafter, the physical 
shock of being back in the living world 
really tosses him. He needs to find out 
what he’s doing, to learn why he’s 
there, how he got there. And the crow 


ry in the beginning, so 
ows it. He chucks his burial suit, 
pair of boots in the garbage, and 
ns to acquire clothing. Then, 
shbacks of memory come to him, 


"until he becomes the Crow. At the 


film's end, he's still wearing those 
same boots. And the trenchcoat 
he wears later in the film he acquires 
off one of the people he kills. I like that 
slow accumulation of other people's 
lives equaling the living, walking 
entity that becomes Eric Draven." 

The casting of Brandon Lee (CS #37) 
as the lead had a profound impact on 
the production, according to Schow. 
“Ever since he came to the project, he 
just wiped away every previous no- 
tion, and he threw himself so deeply 
and so totally into the character that 
it's impossible to think of The Crow 
anymore without thinking of Brandon. 
I'mean, he is the Crow. I think where 
he was in his career and everything 
else at the time made it perfect for 
Brandon. And, he was very helpful 
with the script too. He had a lot of in- 
put into his character, because he 
needed to know how to get inside this 
guy's head." 

Producer Jeff Most agrees: “We 
could not possibly have found a nicer, 
more well-informed, enlightening in- 
dividual to play the part. Brandon was 
the sweetest guy you could possibly 
work with. His was a unique talent. 
What he brought to the script, and his 
take on the character, influenced the fi- 
nal stages of writing. He was a tremen- 
dous boost for us, and he absolutely 
astonished us with his understanding 
of story and character as an actor in the 
role. This man was born to be Eric— 
there's just no doubt about it in my 
mind. His previous work made me feel 
absolutely certain that he could act 
and could do fantastically well, espe- 
cially with the athletic abilities he had, 
which the role called for. But, the fact 
of the matter is that his talents as an 
actor—to play through the makeup and 
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to pull this character off, make him 
tangible, real, believable—were phe- 
nomenal. When Eric is kicking butt, 
you couldn't ask for a more athletic 
individual—it's believable, it's real, 
and it's astonishingly exciting—and in 
the tender moments, you feel the 
melancholy, the passion, the yearning. 
And when he speaks to someone like 
Darla, he's heart-moving. Words aren't 


enough to describe him." 
M with original writer John 
Shirley, was involved with 
The Crow in its various transfor- 
mations for a decade. "I went out to 
every studio, every mini-major, a lot of 
companies, and everywhere I went I 
was told the same thing—that the 
comics were too dark, that it would 
never be a movie. Eventually, I found 
my way to Ed Pressman, who was very 
interested when he saw the comic, and 
was also interested in John Shirley's 
work as a screenwriter. That was the 
beginning. 

"I was adamant about the project, 
because I saw in it a romantic hero, a 
hero who would speak to kids particu- 
larly of an urban environment. I, my- 
self, grew up in Manhattan and lived 
on the Lower East Side when I was at 
NYU Film School; I had always been 
attracted to 'the edge.' I felt that that 
kind of world spoke more to kids, who 
see a lot of what has happened through 
the last 15 years to the inner cities. My 
feeling was that the Gotham City of 
Batman’teally didn't speak to anyone, 
because that's a make-believe world. 
And the environment of Detroit in The атах 
Crow was a realistic—nightmarish, yes, ~ 
but realistic—place that no film 
seemed to address. You find represen- 
tations of poverty-stricken areas or 
ghettos in movies, but you don't see 
the inner workings of that world and. 
the effect on the people in the same 
manner—meaning a multi-cultural ex- . 
perience. 

"It's a comic book," continues the 
producer, “but it's a heightened sense. 
of reality. It's a reality portrayed in 

. the tones of black and white as well, so 


ost, who began the project 


“His violence is tempered with a lyricism and a poetic style," relates Most, “because 
he was a human who was not a warrior—he was an artist." 


the harshness, the greyness of life someone who brings justice to a place 
really comes through. Although comics where lawlessness: prevails. But, it's far 
are generally fantastic in their nature. beyónd a vendetta film. Some execu- 
and in their environment, the only- tiy s would complain that it is kind of 
fantastic element here really is Егіс 1. th Wish, where it was simply 
himself, the Crow. For the most part, It's not that; > 
the rest of it is a place‘that could be... jthi 
found in many a dark álley in many 
urban-decayed are , 
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must say I've alwa 
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DESCRIPTION 


VSS SUMMONED BY SHADOWS 


"THE STRANGER" 


SUMMONED BY SHADOWS VIDEO {VSS} 
After many wanderings through time and space, 
the mysterious traveller (Colin Baker) now ekes out an 
existence in solitude amongst the desolate plains of an 
alien world, turning a seemingly blind eye to the macabre 
goings-on at a nearby marketplace. Also stars Nicola 
Bryant and Michael Wisher. $19-93— $18.95 
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MORE THAN A MESSIAH VIDEO (VMM} 

Majus Seventeen: a paradise world where interplan- 
etary tourists are encouraged to live in simple, wooden 
cabins amongst primitive but friendly wildlife. 

This enthralling sequel to Summoned by Shadows 
stars a cast familiar to Doctor Who and fantasy fans in a 
nightmarish adventure wherein nothing and no one is 
what they seem to be. Colin Baker, Nicola Bryant and 
Sophie Aldred star. $18.95 


IN MEMORY ALONE {VIMA} 

The deserted dilapidation of a railway station is disturbed by an 
unscheduled arrival. Something has traveled an unimaginable distance 
across space. Colin Baker, Nicola Bryant and Nicholas Briggs star. 

This is the third installment in "The Stranger" series. It includes a 
short "Making of" featurette plus outtakes from the filming. $19.95 

NEW! THE AIRZONE SOLUTION (VAS) 

An environmental catastrophy looms. Toxic Air Alerts are frequent, 
and disturbing changes in the climate seem irreversible. Horrible experi- 
ments, hidden agendas, and questionable loyalties all come into play as 
the real Airzone Solution is uncovered. Starring Colin Baker, Sylvester McCoy, 
Peter Davison and Jon Pertwee. $24.95 


YTH MAKERS VID S- $1995 


PECL H and brother. Then enjoy exclusive footage of 
SM ЕСУ End Patrick Troughton, Jon Pertwee, Tom Baker, 
(MMDE) Peter Davison, Colin Baker, Nicola Bryant and 


Jon Pertwee, Nick Courtney, others from Panopticon VII. 
Richard Franklin and John THE INTERVIEW TAPES 
Levene return to the village Sophie Aldred (MMSA) 
of Aldbourne 22 years after Sophie (Ace) guides Nick Briggs through a tour of 
filming the сіаѕѕісеріѕоде "Тһе East London. 
Daemons.” Colin Baker (MMCB) 
Myth Runner (MMMR) Colin and Nicholas Briggs are teleported to a 
Outtakes and bloopers from familiar location by an alien being. 
the MythMakers series woven Tom Baker (MMTB] 
into a Blade Runner parody. In an interview with Nicholas Briggs at the loca- 
Just Who on Earth is Tom tion used for "The Android Invasion", Tom 
Baker?(MMTB2] discusses his life and career. 
Ashisowninterviewer, Tom asks Jon Pertwee Interview (MMJP) 
himself some very probing questions. At times he even This volume is devoted to the fascinating man 
seems to surprise himself. behind the character. 
War Time/Panopticon (MMW/T) The Men from UNIT (MMMU) 
Sgt. Benton (John Levene) enters a nightmarish world Nicholas Courtney (Brigadier Lethbridge-Stewart) and 
where he is forced to confront the deaths of his father John Levene (Sgt. Benton} reflect on Doctor Who. 
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..Editor Dave McDonnell was 
right, we readers don't write 
enough..and yes, there are 
many opinions, criticisms and 
lots of questions about the in- 
dustry. So, I personally assure 
you I will write more about 
them, starting right now. 

It’s nothing new, but vio- 
lence in comicsás something the 
new generations of readers have 
been dealing with’ since a long 
time ago. Worse, they accept 
and have become accustomed to 
it. Comic books are becoming 
less escapist and more reality- 
based, but, in many cases, it’s a 
reality that offers few hopes to 
change the reality itself. 

The killing of Superman 
proved an excellent marketing 
gimmick, relying on the feelings 
of guilt of many Supes fans who 
had turned a cold shoulder to 
their favorite hero, in honor of 
others more aggressive-looking 
than the Kryptonian. Batman 
followed, and the results were 
almost the same—if not more— 
ending with the birth of a ruth- 
less Batman, so ruthless that 
even a change in his costume 
was necessary. DC continues 
what seemed to be an excellent 
idea for the '90s, the grimmer 
and the grittier the better. 

The war is not over, 'cause 
Marvel's ready to turn Spidey 
ruthless and brutal, has appar- 
ently killed Reed Richards and 
is poised to wipe the FF off the 
face of the Marvel Universe. 

Well, surely the industry 
grows and changes and even 
when many of those stories are 
well-done, with interesting 
plots, I think many are sad and 
depressing, so far from the ex- 
citement of adventure and so far 
from hope. 

The bad thing about that isn't 
the violence in itself, but the 
fact that many of the assassina- 
tions, paralysis, rape, blood, etc. 
take place in comic books that 
work within the Code. I know 
we live in a grim world and in a 
violent country, but that's no 
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REALITY... WHAT A CONCEPT... 


excuse to avoid showing the 
newer generations that there’s 
light at the end of the tunnel, 
and a hope for the industry. 

Eugenio Vidal-Diaz 

7331 NW 35th Street 

Box 117 

Miami, FL 33122-1268 


„One thing I turn to with in- 
terest is the page detailing 
movies, etc. to be made from 
comics characters. I also greatly 
enjoy articles on comics-based 
movies and TV series. I was 
greatly enthused about watching 
The Fantastic Four last fall, after 
your articles. 

Imagine my dismay at no 
movie, and, worse yet, abso- 
lutely no mention that I could 
find of what had happened. Is 
there still to be a movie? 
When/where/how is it to be re- 
leased if there really is? Why 
did you play such a dirty trick 
on me and, presumably, others? 

Bruce Bishop 

997 East 7800 South 

Midvale, UT 84047 


It wasn't our dirty trick. As re- 
ported in CS #42, that Fantastic 
Four film—already subjected to 
several release date changes— 
has been shelved permanently. 
Instead, another FF film (a 20th 
Century Fox project to be 
directed by Chris Columbus) is 
in the works. 


..Superheroes such as Super- 
man, Batman, Captain America, 
etc. are neo-myths; they are our 
Hercules, our Perseus, our 
Prometheus. They affect the 
emotional, creative and vicari- 
ous side to human nature. 
Comic books are the allegorical 
fables of the 20th century. 

I felt I had to write this letter 
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in response to the high level of 
acerbity that came out of the 
Howard Chaykin interview in 
issue #41. Chaykin said, “If most 
comic books had real-world 
rules imposed on them, they 
wouldn’t work.” How many 
real-world rules are comic books 
supposed to have? Wouldn’t 
real-world views defeat the pur- 
pose of most comic books? I’m 
not against his idea of putting 
real-world thinking into comic 
books; that is a great idea. But 
the impression that I got from 
the article, and what bothered 
me, was that he was fiercely 
turning his nose up at the 
concepts of the traditional 
superhero and the superhero 
idealism. I believe that if it 
wasn't for those traditional 
concepts, created by Stan Lee, 
Bob Kane and others, Chaykin 
would not have been able to do 
what he is doing—re-evaluating, 
redesigning and modernizing 
the superhero. The way Chaykin 
bad-mouthed the concepts of 
traditional superheroes was like 
a building scorning the bricks 
that built it. 

Craig T. Lewis 

121-11 234 Street 

Rosedale, NY 11422 


..l've wanted to write to you 
guys for quite awhile now. After 
Iread your last plea for letters in 
Word Balloons, now seemed 
like a good time. I've read your 
magazine since its first incarna- 
tion in the early '80s and have 
always enjoyed it, as it supple- 
mented my comic reading in a 
colorful and timely way. 

The point about letters not 
coming in due to computer bul- 
letin boards could be a valid 
one. So, Гуе come up with a 
suggestion. I occasionally log-on 
to different boards and leave 
questions and strike up conver- 
sations about comics on-line. It 
is somewhat interactive and a 
response is usually waiting the 
next night that I log-on. Has 
COMICS SCENE ever thought of 
holding their own letter section 
on one of the national commer- 
cial bulletin boards? Compu- 
Serve or GEnie are both fairly 
active with comic and comics- 
related sections. You could 
actually reprint some of the 
comments from the bulletin 
board in future issues. A couple 
of video game and computer 
magazines do just that. 

1 also have a request for an 
article. Something that has been 


missing is an article about 
reprints. Different comic com- 
panies have done different types 
of reprinting of Golden Age 
comics with various results. My 
favorites have been DC’s 
Archive Editions. Their produc- 
tion has usually been top-notch, 
so I have a feeling that there are 
some very talented artists in- 
volved who should be publicly 
acknowledged. True, this mate- 
rial was drawn by the original 
artists, but the Archive Editions 
have faithfully restored art that 
just can't come from original 
drawings, because I simply 
don't believe the art exists or is 
accessible. It's interesting to see 
how Superman, Batman and 
others have evolved from the 
early years, as well as the 
evolution of the production of 
these Archive books. I point out 
Dark Knight Archives 1, 
Shazam! Archives 1 and 
Batman Archives 3 as specific 
examples of how high DC's 
standards are when it comes to 
restoring 50-year-old comics. I 
notice on the credits page that 


Brian Pearce works at DC and. 


has done publication design on 
these books. Is he the same 
Brian Pearce whose cartoons 
appeared in your letter column 
during the first run of the maga- 
zine in the early '80s? If so, this 
could be an article about how a 
comics fan made it and an inter- 
esting article on the topic of 
comic book restoring and 
archiving. 

Cher Paulin 

Leeds, MA 


Yes, it's the same Brian Pearce, 
now at DC. Other past contribu- 
tors (Peter David, Scott Lobdell, 
Hank Kanalz, Barry Dutter, Phil 
Nutman) have gone from writing 
about comics for this magazine 
to actually writing comics. Pre- 
vious CS Editors Bob Green- 
berger and Howard Zimmerman 
also work in comics at, respec- 
tively, DC and Byron Preiss Pub- 
lications (Howard's scripting 
Topps' new Bill, the Galactic 
Hero comic, due out in June). 
Ex-Contributing Editor Lia 
Pelosi is now Assistant Editor of 
Marvel's 2099 titles. And 
COMICS SCENE's last three 
Managing Editors—Eddie Ber- 
ganza, Mike McAvennie and 
Maureen McTigue—work at DC. 
Eddie and Mike are Assistant 
Editors. Maureen's the Assistant 
Manager, Marketing Communi- 

cations. 
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Can Too Much 
Coffee Man make 


it in the comic 
book biz? 
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By HARLEY JEBENS 


HTER 


e’s powered by his addictions 

to caffeine and nicotine. He’s 

oblivious to everything that 
goes on around him. He fights such 
"horrible" menaces as Trademark 
Copyright Man and the Cliché. 

His sidekicks tend to end up dead. 
When he goes into a “manic paranoid 
caffeine frenzy," the grannies he's try- 
ing to protect better watch out or 
they'll end up dead as well—he's as 
lethal to his friends as he is to his foes. 

Forget Superman, Spider-Man, 
Spawn or the Punisher. There's a new 
superhero in town. He's overweight 
(and oh-so unappealing in his tight-fit- 
ting spandex costume). He's a chain 
smoker. He goes waaaaay overboard 
on his coffee intake. 

He's Too Much Coffee Man, the per- 
fect hero for the seldom-decaffeinated 
mid-1990s. 

And, as far as those expiring assis- 


tants and dying grannies go, you: 


shouldn't worry about it too much be- 
cause, as Too Much Coffee Man's cre- 
ator says, "Everybody is dying because 
of [Too Much Coffee Man's] careless- 
ness, but it's funny because they make 
a ‘Gak!’ noise when they die, or make a 
big splat or something like that." 

Too Much Coffee Man is the brain- 
child of artist and writer Shannon 
Wheeler, a twentysomething Califor- 
nian transplanted to Texas. Wheeler 
and his caffeinated creation seem to 
have struck a chord with their twen- 
tysomething audience. A crowd that 
might have a hard time relating to days 
filled with saving the Earth from uni- 
verse-sucking extraterrestrials seems to 
better relate to mornings of coffee- 
fueled existential musings on the 
toilet. All of which is to say, Too Much 


ү FELL 
LiKE Y CAN Coffee—the 
elixir of life. 
DO ANYTHING!) Тро, 
B sacred java 
juice, Shannon 
Wheeler has 
catapulted 
himself into 
flavor-crystal 
stardom with 
Too Much 
Coffee Man. 


All Too Much Coffee Man Characters & Art: Copyright 1993, 1994 Shannon Wheeler 


Coffee Man is actually becoming 
popular. 

Wheeler didn't set out to be a car- 
toonist. When he first went to the 
University of California at Berkeley, he 
intended to major in fine arts. But he 
found that that particular curriculum 
didn't have enough discipline for him. 
He switched. to architecture, and in 
1988, he began doing comic strips for 
Berkeley's college paper, the Daily 
Californian. А 

Those Too Much Coffee Man-less 
strips Wheeler produced for his college 
paper proved popular enough that 
Blackbird Comics published a collec- 
tion, Children with Glue. That publica- 
tion inadvertently led to the creation of. 
Too Much Coffee Man. 

Wheeler says, "When I published 
Children With Glue, it wasn't selling 
very well and I wanted to do a promo- 
tional comic to help push the sales. So, 
I did a mini-comic of Too Much Coffee 
Man which sold really well. The first 
one sold for a quarter or 50 cents. My 
theory was, “ГЇЇ do a mini-comic for 50 
cents that people could buy. They'll 
read it, and like it, and then come back 
and spend five bucks on Children with 
Glue.' But people would just buy the 
mini-comic. They would go, 'Oh, this 
is great. Is there more Too Much Coffee 
Man?’ I would say, ‘No, the Too Much 
Coffee Man is just kind of a 
gimmick...but the humor is real 
similar to the book.’ And they would 
say, 'Oh, I just like the Too Much 
Coffee Man. I'm going to send it to all 
my friends.' And they would go out 
and buy four or five mini-comics but 
they wouldn't buy the book it was 
promoting. It was a pretty big red flag 
for me to go with Too Much Coffee 
Man." 


oo Much Coffee Man began, 

uhh, percolating in 1989. “I was 

sitting there," Wheeler recalls, 
"I was trying to figure out why my 
comic wasn't more popular. I was 
thinking about what makes cartoons 
popular. You need a gimmick or a 
handle on it, some single aspect that 
people can latch onto very easily. My 
college cartoon was about relation- 
ships and really didn't have a gim- 
mick. I would tell people, “1 do the car- 
toon "Tooth and Justice" [the name of 
one of his college strips.]’ And they 
would say, ‘Which one is that?’ I 
would say, ‘Uh...it has a talking dog in 
it? And they would say, ‘Oh yeah, the 
talking dog.’ 

“So, I thought, ‘Well, what can I do 
to be popular? I want to be popular 
with the hip crowd. Weeeellll...I guess 
I could do a coffee cartoon, I'll do Too 
Much Coffee Man.' I tried to think of 
the stupidest thing I could that would 
be popular. And it has worked with a 
vengeance. 


Do you think that 
Shannon Wheeler 
read one too many 
comic books as a 
boy? Naaaah. 
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“A “I tried to think of 
the stupidest thing 
that I could that 
would be popular,” 
says writer/artist 
Wheeler of his Too 8 
Much Coffee Man 
inspiration. 


ш "It's really a E 
unique situation to E 

& produce this little 

$3 comic book,” says 
Wheeler. "There's 
no making sense of 
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Ñ “The Cartoonist 
part is about the 
struggle to produce 
artwork,” states 
Wheeler. “I really 


EVE: WT 
FOOL AROUND? ir WOULDN'T 
WAVE TO MEAN ANYTHING 


wanted to 
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M like to produce 
something." 
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really interests me, 
and I do that 
through the other 
characters,” 
maintains 
Wheeler. 
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"It's all a gimmick, you know,” 
Wheeler says. “People have this empa- 
thetic response to the notion of coffee 
because it’s a drug that produces a 
mild euphoria and is highly addic- 
tive.” 

Wheeler says his book is more than 
a one-joke affair. “I really put a lot of 
myself into Too Much Coffee Man,” he 
says. “The coffee joke is all in the title. 
The jokes and the humor are about 
other things besides coffee. I think 
that’s what will sustain it. I give it 
some depth. I’m not doing the obvious 
with it, which pisses some people off. 
They say things like, ‘Why isn’t this 
stupid or trite like everything else?’ ” 

This creator says he isn’t interested 
in superhero satire, though he admits, 
“a few of the gags are definitely 
[satirical] because he’s not a superhero 
and he’s completely unconscious of 
his own behavior. And, because of the 
character’s structure, it’s inadvertently 
a superhero parody. Superheroes are 
very much about a lack of consequence 
in their lives. Generally, superheroes 
get in a big fight and nobody ends up 
paralyzed—ever. Babies don’t get 
squashed by the falling brick wall 
when Spider-Man fights the Green 
Goblin. It's the opposite of Too Much 
Coffee Man in that he's completely un- 
conscious of the effect that he has on 
others. Everyone gets squashed in Too 
Much Coffee Man. People die because 
of his carelessness. 


"I really like doing Too Much Coffee. 


Man. Гуе really poured a lot of my 
soul into it. I don't really look at him 
as a character in and of himself but just 
as a means to say the things I want to 
say. If I want to talk about the fear of 
death, I do it through Too Much Coffee 
Man." 


V [ Чоо Much Coffee Man's first 
appearance in a normal-sized 
comic (actually, a larger-sized 

reprint of his mini-comic adventures) 

came about in March 1992. Wheeler 
and a handful of other comic book 
writers, artists and colorists banded 
together one summer's day in Austin, 

Texas around the altar of an 

abandoned printing press and under 

the banner of Adhesive Comics. The 
publishing collective they formed 
solicited the aid of Funny Papers, an 

Austin comic book store, and put to- 

gether Jab #1, which included those 

reprinted Too Much Coffee Man tales, 
as well as Wiley Akins' twisted one- 
page "If the World Were Ruled By 

Flesh-Eating Monkeys" strip, the blas- 

phemous, adolescent humor of Tom 

King's "Digger Jones, Boy Mortician" 

and the adventure strip "Gylania" by 

Ashley Underwood and Aubrey and 

DeAnne McAuley. (Adhesive Comics 

has just released Jab #5 as well as the 

first issue of Underwood and Aubrey 

McAuley’s Eden Matrix.) 


Design & Layout: Calvin Lee 


“Jab started out as just а chaotic 
mess," Wheeler says, *where we each 
contributed what we could, put it all 
together into a package, and put it out 
there. Our first issue did OK. Then, Jab 
#2’s sales dropped to where we were 
like, ‘Oh Noooo! We can’t do this 
anymore!’ We were sitting around, 
saying, ‘We need a gimmick.’ Ashley 
said, ‘Well, why don’t we shoot it with 
a gun?’ And that’s when we did the 
bullet hole issue.” 

Stacks of Jab #3 were shot with a 
‚22 rifle in lots of 10, so that every 10th 
issue became a “Special Collectors Edi- 
tion” with powder burns on its cover. 
Jab #3 even came complete with the 
disclaimer: “To any concerned or liti- 
gious parent: We at Adhesive realize 
that shooting a gaping hole into any 
object does not increase its value. 
That's like saying, ‘polybagging some- 
thing increases its value—I think I'll 
polybag my head!' Don't Try This At 
Home." The gimmick did cause sales 
to triple. 

“That got ús ‘on the map,’ Wheeler 
notes. “It made us able to do the comic 
book again.” 

After Jab's success, Wheeler set out 
to assemble a comic book that was all 
his own. And since Too Much Coffee 
Man was proving to be so popular 
(Wheeler does a brisk business selling 
Too Much Coffee Man T-shirts, coffee 
mugs, playing cards and even Too 
Much Coffee Man sponges), it was only 
natural that the Columbian-ground 
glutton star in his own title. Adhe- 
sive's Too Much Coffee Man #1 
appeared in August 1993. Wheeler 
says, "I sold 10,000 of those, which, for 
an independent black-and-white comic 
book is really good. It actually made 
me enough money to live for awhile 
and put out the second issue." 

Matt Ruona, the person upon whom 
the character "Matt" from the strip 
"Tooth and Justice" was based, writes 
in the introduction to Children with 
Glue, "[Wheeler's] cartoons are, in his 
own words, ‘a way to figure things out’ 
for himself. To understand why diffi- 
culties arise in human relations: why 
people align themselves with mutually 
exclusive schools of thought or choose 
particular lifestyles, and how they can 
then paradoxically live in varying de- 
grees of hypocrisy based on these deci- 
sions.” All of which is to say, there’s 
more going on here than just a fat guy 
in spandex drinking a lot of coffee. 


oo Much Coffee Man isn’t just 

about Too Much Coffee Man, 

it’s also about the personal lives 

of the cartoonist who draws the Too 
Much Coffee Man comic book, and a 
reader of the Too Much Coffee Man 
comic book. Both characters are hold- 
overs from Wheeler’s “Tooth and 
Justice” days: both Joel (the fan) and 
(continued on page 60) 


Ae 


Wheeler has 
introduced 
something in Too 
Much Coffee Man 
that has managed 
to elude many 
other superhero 
comics—lawsuits. 
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The shattering of 
Too Much Coffee 
Man’s mug was not 
done by the Wrath 
of God, but by an 
actual .22 bullet— 
courtesy of the 
special “Bullet- 
hole issue” of Jab. 
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the world 


0 no good. Suppose you knew 
were starting to act less like nice guys 
and more like Nazis. 


becoming the next Master Race. 


What would you do? You have no 
super-strength, no wings or claws, no 
death rays tucked into your fingertips. 
You're David against an army of Go- 
liaths. What would you do? 

That's the quandary Eric Carnell 
faces in the new Bravura series Edge, 
set to premiere this summer. But Car- 
nell really can't back down. The 
superheroes he's worried about, the Ul- 
timates, got their powers from Carnell's 
own father. And the public thinks the 
Ultimates are the greatest thing since 
HBO. Only Carnell suspects that 
they're slowly setting themselves up as 
the next Master Race. 

The Ultimates reflect the shadier 
side of superhero stories, according to 
Edge creators Gil Kane (CS #38) and 
Steven Grant (CS #31). Kane in particu- 
lar has seen the heroes grow darker 
and darker since he first entered the 
business in 1942. "It's not a black-and- 
white situation anymore," the artist 
says. "Heroes are ambiguous. It's clear 
they're against the villains, but they're 
also involved on a moment-to-moment 
basis with violent, negative resolutions 
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'Edge Character & Art: Trademark & Copyright 1994 Steven Grant & Gil Kane 


Edge pits regular-human Eric Carnell against a group of super “heroes” bent on 


to problems. We're no longer dealing 
with the old Superman or Batman fa- 
ble—it's more complicated than that." 

But Eric Carnell, alias Edge, isn't 
one of the brooding, brutal superheroes 
clogging the comics shops. He wears a 
superguy's costume and mask, and on 
the cover of Edge #1 certainly looks 
like he could kick the bejeezus out of а 
couple dozen Justice Leaguers. But his 
"edge," it turns out, is that he can't fly, 
bend steel in his bare hands or shoot 
laser beams out of his nose. 

“Why Edge doesn't opt for super- 
powers is a key element of the story," 
says writer Grant. "Basically, it's better 
to be a human being." 


rant laughingly calls Edge "sort 

of an anti-Image hero," and 

explaining that phrase takes 

some background. Kane originally 

called Grant last year after reading the 

latter's 1992 Dark Horse crime series 

Badlands. “I thought it was literary,” 

Kane says. "Being literary in comics is 
a real achievement." 

Kane asked Grant if he would like 


to write a planned revival of Kane's 
His Name Is...Savage!, a forerunner of 
the graphic novel and ultraviolent 
comics. (Kane's still in negotiations 
with Dark Horse on that project.) In the 
meantime, though, the grapevine 
murmured that Image might be knock- 
ing on Kane's door for a new series. So, 
Grant scooped up some Image comics 
to see what made them tick. 

“This isn't a knock оп Image—I ac- 
tually like most of their books—but 
there were elements that rankled me," 
Grant says. “For instance, in Young- 
blood, having media-star superheroes 
who work for the government and do 
whatever they want to, isn't the sort of 
thing I would like to see politically. 
Edge is a reaction to what I saw in the 
Image books.” 

Grant and Kane set out to explore 
how superbeings might really respond 
to being super, and how this might af- 
fect the rest of us. “The idea behind 
Edge is that everybody operates in 
their own self-interest, and they ration- 
alize that what they’re doing is in the 
best interest of society,” Grant ex- 
plains. “Having superpowers wouldn’t 
change that.” 

As the creators brainstormed, the 
series underwent a name change (it 
was called Slaughter until Jim Valen- 
tino trademarked that name) and a 
label switch. When the Image offer 
didn’t materialize, the duo took Edge 
to Malibu’s creator-owned Bravura 


line, which also includes titles by Jim ` 


Starlin, Howard Chaykin and Walter 
Simonson. The final project marries a 
classical story about destiny and 
familial responsibility with a science- 
fiction hook involving genetically 
engineered superheroes, the Ultimates. 

Dr. James Carnell started the Ulti- 
mates program to help humanity. He 
even wanted his eldest son, Eric, to 
lead the Ultimates, envisioned as a sort 
of super-duper Peace Corps. But Eric’s 
doubts—linked to the Plague, a swarm 
of failed Ultimates—caused him to 
refuse those superpowers. Jack Carnell, 
Eric’s younger brother, took the powers 
and decided that the Ultimates should 
have colorful costumes and zingy 
names like Winged Victory, Narcissus, 
Cyberoptic and his own nom de boom, 
Edge. 

“The Ultimates were developed to 
benefit mankind,” Kane notes. “But the 
first opportunity they get, they recog- 
nize their special advantages and sim- 
ply benefit themselves.” Not in the 
obvious ways—robbing ATMs or 
sweeping the Olympics—but by 
gradually influencing legislation, 
abandoning their humanitarian 
program for showy battles, changing 
society until, as Grant says, “it’s their 
world and not ours.” 

“When people come out of the Ul- 
timates program, they're more them- 
selves than ever, and that's part of the 


_ Design & Layout: Jim McLernon 


problem," Grant says. “They don't 
drop their psychological baggage. They 
still operate according to their own 
personal motivations. The main prob- 
em with the Ultimates is you can't 
program someone to be an altruist.” 

As the series opens, Jack is dead 
(possibly murdered) and Dr. Carnell 
has committéd suicide (or so it seems). 
The Ultimates—headed by Mr. 
Ultimate, a superstrong Svengali 
igure—are swinging the balance of 
power their way. 

To psych out the Ultimates, Eric 
impersonates their dead leader Edge. 
But unlike the first Edge, Eric doesn't 
have any special powers, just an un- 
derdog's grit. 

The idea that superheroes aren't as 
wonderful as they seem has bounced 
around before, in books like Watch- 
men, Rick Veitch's Brat Pack and 
Chaykin's Power and Glory (CS #41). 
But both Grant and Kane are interested 
in other angles of their story. “Му 
main focus," Grant says, *is a non- 
powered guy coming up against people 
who could turn him into little puddles 
of mud." 

For artist Kane, Edge is a chance to 
explore “the abstract structure of 
Frankenstein," which he says is part 
and parcel of the superhero myth. 
"Even Superman is essentially a 
Frankenstein story," Kane says. “If he 
revealed his identity, his monstrous 
strength would represent a threat to 
everyone around him. He's average in 
his intelligence, his point-of-view, but 
godlike in his power. To have godlike 
power in the hands of someone inca- 
pable of profound thinking—what 
could be more terrifying? 

"Dr. James Carnell is basically a 
Victor Frankenstein figure. He feels it's 
possible to improve things for people 
through these monsters he has created. 
But instead, he finds that he has 
unleashed a whole new plague on the 
general population. Edge feels 
obligated—as Victor Frankenstein 
did—to destroy this threat to society." 


dge avoids superpowers in part 

because his own creators feel it's 

time for the “human being” to re- 
enter comics. “Marvel books never talk 
about people anymore," observes 
Grant, best known for writing The 
Punisher. “Superhero comics just deal 
with superheroes. Normal people don’t 
exist, except to be rescued. 

“Gil and I are dealing with many 
superhero issues that have bothered us 
over the years. Edge is our way of say- 
ing in print everything we've always 
wanted to say about superheroes. It's 
probably our last hurrah in the super- 
hero genre." 


“Basically, it's better to be a human being," 
says Edge writer Steven Grant, who sees 
this as a response to Image-style heroics. 


Would you believe the second-to- 
last hurrah? After Edge (planned to run 
at least eight issues, possibly as two 
four-book mini-series), Kane has to 
complete the Killing Machine series for 


- DG; it may debut later this year. Grant 


is booked to write Manhunter for DC 
this year, and has some other possibili- 
ties (besides Savage) in sight. 

Anyway, what has been eating these 
guys all these years about superheroes? 
“I don't like writing about superpow- 
ered people," complains Grant, whose 
16-year comics career includes a recent 
stint on Spectacular Spider-Man. “1 
like writing about people with no spe- 
cial powers. There's more flexibility in 
the stories you can tell. The way nor- 
mal people deal with situations has to 
do with what they had for breakfast, 
whether they had an argument with 
their boss or wife—not how much en- 
ergy they've stored up in their optic 
nerve." 

In addition, Grant insists, the stan- 
dard superhero's given motivation is 
way off. “You don't really think Spi- 
der-Man fights crime because of his 
Uncle Ben's death, do you?" he insinu- 
ates. ^He gets a kick out of it. That's 
the thing that's not factored into the 
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Ultimate equation—that having super- 
powers might be considered fun. Being 
an Ultimate is a big kick." 

On the other hand, Kane feels 
comics rarely exploit the staggering 
implications of superheroes' power. 
“Опе of the things I always felt was a 
weakness in books like Superman ог 
Green Lantern," he says, naming two 
of his own past labors, *is that these 
guys can stop the Sun in its tracks. 
Think about what that means. The 
whole idea of a single person being ca- 
pable of that and then doing the mun- 
dane, pointless, shallow things these 
characters do in comics is ridiculous. 
It's better to have a character with lim- 
ited capabilities, so their behavior isn't 
absurd when you consider the possi- 
bilities.” 

Kane’s a funny guy. His vision of 
heroism was shaped by swashbuckling 
archetypes like Douglas Fairbanks Sr. 
and Errol Flynn, and by comics like 
Will Eisner's The Spirit, that reflected 
the romantic tradition. But with His 
Name is...Savage!, Kane also intro- 
duced several grotesque conventions of 
comics' violent anti-heroes, including 
teeth flying from a bloody mouth. He 

(continued on page 62) 
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big purple demon. 


Lu 


Part of the allure of 
Eudaemon is the 
full-painted artwork 
that accompanies 
every issue. “Black- 
and-white [line art] 
has a right or wrong 
look that painting 
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Nelson, the man with one name, nurtures a really 


у NNNNA 


By DREW BITTNER 


magine leaning that you're the 

only one -who-.can stop inter: 

dimensional invaders from taking 
over Earth, killing or enslaving billions 
and making this planet a much less 
enjoyable place for mankind. 

It's a nonstop, lifetime commitment. 
No coffee breaks, no vacations.\\No 
marriage or family. And, to. make 
matters worse, every now and again 
you, turn inte/a big purple demon. 
Bobby formazzoy/doesn’t have to 
imagine ithe lives itin Eudaemon, a 
continuing saga-written and drawn by 
Nelson (who uses only опе mame) for 
Dark Horse Comics. 

“Bobby haSit.pretty rough, Nelson 
says. "While his»fatheris dying, he 
tells Bobby, ‘Oh, by the way, this huge 
responsibility is yours for the rest of 
your life£*sorry I won't be around. 
Byel/It leaves Bobby confused.” 

Being, partly. from-another dimen- 
sion himself, Bobby can sense when 
otherworldly portals open, thus calling 
him to duty. In thestwo mini-series 
published to date; Bobby and his best 
friend: Eddie-Pensa have shouldered 
this heavy burden by themselves. 
However, in the/apcaming third mini- 
series Nelson promises that new faces 
will appear on the scene. 

“J have three new characters coming 
up who will change things around/for 
Bobby,” ће says; “First is Falloutzthe 
Living Shelter. He's a/gavertiment ex- 
periment gone wrong, Next is Volkarra; 
a ‘spider woman’ from tes same 
dimension as Eudaemon’s\father “And 
the Јав Knucklehead; a really, really 
vicious criminal. Their storyjties in 
with what happens to Bobby and Ed- 
die im the next|three‘issues. The new 
three-parter picks üp from the last-page 
of the previous book, and forges ahead 
from there.” 

Eudaemon is Bobby's previously 
unsuspected and monstrous alter ego, 
the last of his. Kind, charged (or sen- 
tenced) with the task of keeping his 
kinfolk from emigrating to Barth. 

“These beings have been around for 
a long time; they exist. in another di- 
mension on the other end of the time- 
space continuum. Sometimes; portals 
open between these dimensions, 
allowing a horde of evil, nasty freaks 


to try to come over here—these guys 
want our space. As things stand right 
now, Eudaemon is either one of these 
evil freaks, one whe can {аке human 
form, or he's а mixed breed; in either 
баве, he's the last of his race with the 
power to manipulate portals. He-isn't 
totally alone; there аге few godd guys 
onthe other side, except that they look 
pretty much like-the- evil freaks who 
want to take-over, Büt,-Eudaemon's the 
one ‘stuck’ with ll the responsibility. 
He knows what/shight happen if even a 
few of these gttys get through. Add 
Bobby4always thought he was just am 
avetage guy.” 

Nelson. says that Bobby's past will 
be explored:it: flashbacks, where-he's 
shown as a child to have some weird 
psychic powers; 

“He has this ability to detect portals 
opening as an adult, but еуен when he 
was-a kid, there were,some things he 
could sense," Nelson says. “We’ll-see 
that there was a great deal going on 
with Bobby that he just didn't realize, 
until his dad explained. everything. 
TheSe/demons have begn trying to 
break through for ages айа now Bobby 
must stop them. It's like finding ont 
you have cancer or a terminal medical 
condition; it’s going to be with you for, 
the rest of your life, which may not be 
that long. You start to ask yourself; 
‘Why me?’ Bobby goes through a ort 
of nervous breakdown, which Eddie 
helps him out of." 

Bobby’sbest friend, Eddie Pensa, 
has also been-in trating his enfire) life 
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THE TANSEY ED 
BOBBY FORNAZZO 
STANDS HP-- 


Didja ever- have one of those days? Thanks 
to writer/artist Nelson, Bobby,Formazzo's 

day started as a дооту, and/is only getting 
‘worse. He's purple. 


to help support Eudagmon’s“lonely 
crusade. The son of a CLA agent’ who 
worked with Bobby's dad (thus the 
connection), Eddié was raised to have 
the skills and inner Strength needed to 
be, Eudaemon's /loyal| squire/coách. 
Nelson says that~while he personally is 
the basis forEddie’s ]ookandpersonal- 


It's ‘tough being a good guy 
wrapped in a°7-foot-4 mass of 
purple muscle. Let's just say 
that New York's Finest frown 
upon demons in spandex. 
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NelseN. 


“I sometimes think 
that I’'mihaving more 
fun making Eudae- 
monthan.anyone 
cõüld have reading 
it,”-says Nelson. 


Watch theskies, 
\Eudaémon, for. 
Mordare 
awaits—and 
anyone who gan 
lick their own 
forehead/de- 
serves a Wide 
berth. 


ity: he borrowed the name from New 
York TV news reporter Ralph Penza. 

“Eddie is a Latino character, but 1 
didn't^want to make it overwhelming," 
Nelson says. “T thought "Pensa" gives 
the right ethnic feel to the character, 
Long ago, Eddie was told by his father 
the reasons why he was getting all-this 
(raining, and thought his dad had 
flipped out—until’he saw bis friend 
turn into a/-foot4a mass: of purple 
muscle. Не сат only say; "Hey. maybe 
Dad wasn/f/so crazy.” 

"I'm serious about: giving my ‘char 
dcters feàsons torddig whabthey dov” 
NelsopjinsistssYou don tjust throw 
on a gostume\and risk your life by 
tackling criminals; you must have a 
compelling reason to do that." 


mowmnwor his painted, highly 

stylish Geyer art, Nelson admits 

that Eud@emon probably isn't 
what people will expect\when they see 
the covers. 

"I'm guessing people/are expecting 
a real fantasy comic, with guys named 
Engar or Krogis bashing hordes of 
monsters, with swordsZ-but it's really 
much mote like Bhe4ucredible Hulk. I 
want to/keep.thisjbgok moving, with 
lots 6fbutt-Nicking action.” 

Nelson confesses he doesn’t read 
matty comics, partly because he wants 
toZavoid duplicating soteene=else’s 
work. “It would be expensive to buy'all 
the books out Ahere right now, and 


most of Шеш оп’ really appeal 19. 


me,” he аф й. “I mean//I was reading 
X-Men when Chris Glaremont and 
Dave Cogkrum were ding the/boók, 
then I checked X-Men outavhen/jim 
Lee\and these-guys-were doing/it—I 
didn't récógnize anyone! Үау all 
these guys? 

"I don't read апуб «е that 
looks/fike stuff Im doimg бг might 
майе do," he'adds/74wayt to have a 
parity to my stuff keep it fresh and en- 
тегаи ауса t happen if I'm al- 
waysworrying about what the other 
euyas doing.” 

Поб аА of the creative work on a 
comicAs draining, which is why Nel- 
som паз a hard time envisioning a 
monthly Fudaemon title. However... 

“Phad an inker, it might go a little 
faster,” Nelson muses, “but I really 
Wke to take, my time and work out 
these characters and situations before I 
commit mysellto.them. At some point, 
once the charàcters.are really estab- 
lished; I might letanother writer come 
in, so that we can ‘really. expand 
the world they, live in—butsitswould 
have, to be someone who could-take-mry 
vision and be faithful to it. And.that 
Means spending time establishing how 
these\ gays Took; think, actharid-react. 
Batmarrchas*been around for 50 years; 
anü»he;/ has been опе great ап done 
badly, but everyéne knows who this 
guy is and what he's going to do: beat 


Colors: Frank Lopez 


TAXI FARE 
150 initis charge 


up the bad guy and take ‘him to the 
cops. I have to have that kind of 
foundation set before anyone else can 
write Eudaemon. That's the only way a 
regular series could be done. 

“Besides Шаба оша rather do 
smaller, self-contained stories," he 
says. “Ву giying readers three parts to.a' 
story that бап stand onts Gwn, they 
don't have/to'go'out and hunt for all 12 
parts of/a/mega-erossover series. And 
it’s good/for me, because 1 can take six 
months to dó a mini-series, which-k 
could never doif we were trying tó-put 
it/out-fhore often" 


aving/developed Amis artistic 

skills, Nelson $ays that he 

wants to hone-other talents by 
developing Eudaeémon. “1 got into 
writing this book because | wanted to 
learn how to/weite,“he explains. “It’s 
not pasy Just look at someone like 
Frank Miller, who just does everything 
50 perfectly—you! canzsee7the league 
T want to be in,/Sd you Work little 
harder to get the right effect ,/either in 
the ‘story or inthe art. Since this is 
comics, thecart is more important in 
the short rün— helping sell an issue #2, 
for instancebut if you don’t havea 


Colors: James Brown & Frank Lopez 


it’s tough enough giving your average New 
York City-cabbie directions: 


solid-sfory- to tell; youavon.£be'around 
forissuedt78." 

Creating Eüdaemon is a personal 
expérience for Nelson in more ways 
than the obvious one. *The book is 
based on me and a friend, and many of 
the situations-are drawn from how we 
look-at-the world. The dialogue in this 
book is never a problem, not when 
you've known these characters and-the 
guys they're based om-as-long asl 
have,” he says. 

"This is one thing about doing 
something that's completely yours,” 
Nelson adds. “If you drawa comic fòr 
DC or Marvel, you have^to do that 
character [their way]. But doing your 
own character gives you the leeway to 
do anything. Dark Horse is so cool! 
They've never put any restrictions on 
my work; I send them the pages and 
they send me а paycheck. Working 
with them is fantastic. 

“So far, some people who've read 
the book have had great comments, 
which tells me I'm pleasing readers out 
there, I write, pencil and ink this book 
myself, so if they don't like the work, 
it's my fault and nobody else's." 

Nevertheless, Nelson notes that two 
co-workers have contributed greatly to 
Eudaemon. *Frank Lopez does such a 
great job coloring this book, and Steve 
Dutro's lettering...well, they help make 
this a quality title." 

The comic isn't the only Eudaemon 
product in the works. А Eudaemon 
card.set fer Press.Pass has been сера“ 
pleted; howeversthe-Current softness 
6f the trading’card market has delayed 
its release. 

“We had some great artists con- 
tribute to it,” Nelson says proudly. 
“Dave Dorman, Joe JusKo/ Jerry 
Qrdway, Joe Quesada} /Jimmy, 
Palmiotti—lots of guys. /The guest 
artists did their own versióus of these 
characters, and the cardg tell a story, 
that takes place in the future, giving 


(continded/on page 62) 


Nelson has ventured into writing for the 
first time with Eudgemon.|"I got into 
writing this book because Í wahted to learn 
howto write It’s fot easy." 


“Sometimes portals open\betweeén [Earth 
and other] dimensions, allowing a.hofde of 
evil, nasty freaks to try to come over here,” 
relates Nelson. 
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fff ark Hamill says his voice- 

Over career is a dream come 
; .true in many ways. "I'm 
sorry that I missed out on that whole 
Golden Age of 0," he muses. *My 
generation of actors never got to do 
that, and the closest thing would be 
animated voices. They cast you for the 


Im Ltd. 


not for that, I don't think [would | 
le o: the Joker! 


cen 
‚ ‘This coul be 


movies. 
stories were 
time, but I woun | 
‘Heart of Ice,’ where шу Character is 
ор for \ 


for children’ 
forgot about 


By KIM HOWARD JOHNSON 
& ELIZABETH GUNDERSON 


jopyright 1982 Lucasfih 


“They called me six weeks later and 
ked me to audition for the Joker 
ially voiced by Tim Curry, who 
the role]. I did, and I eventually go! 
it. When I auditioned, I really wanes 
it, and when they told me I had it, 

thought, ‘No, what did I get Se 
into?! He’s too big an icon! I would 
much rather have done Ra’s Al Ghul or 


Clayface—somebody where people ` 


didn't have expectations!' " 
Hamill didn't think about compet- 
ing with past Jokers Cesar Romero or 


Jack Nicholson until he actually got. 


the part. “Then, I thought, ‘What kind 
of fool follows Jack Nicholson in 
anything?!’ ” he laughs. “Not only that, 
but I had a set of all the Adam West 
Batmans. I was a big fan of the TV 


show—I know that’s heresy to some: 


people, but there are some fantastic 
performances on that show. ГЇЇ never 
forget Frank Gorshin as the Riddler—I 
did homages to him as the Trickster on 
The Flash!” 


s the middle child of seven, 

f j Hamill can't remember a time 

. when comic books weren't part 
of his life. A diverse collection of 
books, from Superman to Little Lulu, 
were widely passed around and 
traded, read until they were ur 
readable and even then too beloved to 
throw away. On long car trips, Hamil. 
and his numero 


always topped i 
nce his father in the Navy, 
the family moved often and collections 
у underwent secret parental 
causing books to 
the 

y whe: 


When the 
Virginia | 
ingly whit 
books to 


2 still 


had to 


VAT remember i in V 
in the basement of a 


ny Olsen, but he was 
e to find like-mind 


stone-age comedy, 


All Live-Action Flintstones Photos: Ron Batzdorff 


In this 


the humor’s on 
the rocks. 


By MARC SHAPIRO 


fot long after he signed on as 
he f production designer on The 


Wy Flintstones, William Sandell 
hung up a conspicuous sign in his 
workplace. 

“The sign says, ‘It’s the Rocks, 
Stupid,’ ” recalls Sandell. “And for me 
it was really appropriate, because from 
a production designer’s point-of-view, 
I feel the humor in The Flintstones is 
the rocks.” 

And on this day there’s more humor 
in Sandell’s immediate surroundings 
than one might expect. Sandell is 
standing at the bottom of a Southern 
California rock quarry where his cre- 
ation, the TV town of Bedrock, sits in 
all its stony glory amid swirling mid- 
afternoon winds. Down a dusty dirt 
road and into a Sandell-designed rock 
oasis of muted blues, browns and 
pinks is the backdrop for an army of 
caveman and cavewoman extras who 
are literally rocking out. The musical 
group The B-52s, with the aid of 
Flintstones stars John Goodman, 
Elizabeth Perkins, Rick Moranis and 
Kyle MacLachlan, are lip-synching 
their way through a bouncy, techno 
version of the classic Flintstones theme 
for a soon-to-be-seen music video. 


€ 
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Goodman is 
dimensional, three-fingered man," a 
role the Roseanne star seems born to 


Fred, a “two- 


play. Perkins is Fred's long-suffering 
wife Wilma and Moranis, naturally, is 
happy go-lucky Barney Rubble. 
MacLachlan, accustomed to sandy 
locations due to his Dune stint, plays a 
prehistoric yuppie. Missing from 
today’s video line-up are Rosie 
O'Donnell (Betty Rubble; she’s off 
appearing in a Grease revival), Halle 
Berry, Jonathan Winters, Richard Moll 
and, needless to say, the legendary 
Elizabeth Taylor (who plays Fred’s 
mother-in-law). 

The B-52s’ music is the perfect 
backdrop to viewing Sandell’s work. 
The classic open-air drive-in, for the 
urposes of updating, is showing 
George Lucas’ Tar Wars on its big slab 
of a screen. Cross the street and you're 
confronted by a rock, wood and.bone 
ast food joint that presents a none-too- 
subtle product placement tie-in with 
McDonald's (appropriately retitled for 
the occasion). This Bedrock is a tanta- 
izing, dust-washed color display that's 
the perfect, quite humorous translation 
of the classic Hanna-Barbera animated 
Flintstones into a bigger-than-life live- 
action film. 

Sandell, a genre veteran with such 
ilms as RoboCop and Total Recall to 
his credit, is delighted that somebody 
is getting the point. 

“Our whole culture is built around 
the ability to make something out of 


materials that are malleable, like. 
leather or wood,” Sandell declares. 
“The Flintstones are not that way. 
They love to make everything out of 
rock and the humor comes from the 
fact that there are so many heavy 
things. All the weight around this 


movie is ridiculous and very 
entertaining." 


t was Sandell's work on 

Disney's Hocus Pocus that 

brought him to the attention 
of Amblin Entertainment. His initial 
reaction to the idea of going prehistoric 
was surprise. “I thought the film had 
already been shot and was sitting on a 
shelf somewhere. I had been hearing 
about The Flintstones for years and 
thought that a whole lot of producers 
had tried to make it but couldn't get it 


off the ground." 


Once Sandell realized that The 
Flintstones was actually moving into 
production, the designer and his army 
of creators went to the source for their 
early inspiration. “We looked at every 
Flintstones episode,” chuckles Sandell 
with a mock groan. “And while we 
were looking, we were also doing a 


major computer catalog of every 
element of the old show. We cataloged 
gags, architecture, vehicles, talking 
animals—the whole spectrum of 
Flintstones stuff. We weren't looking to 
copy those things, but rather to do our 
homework to free ourselves up to ex- 
trapolate on those ideas and take the 


John Goodman dons the familiar big 
orange shirt, blue tie and no pants as 
beleaguered everyman Fred Flintstone. 


best of what The Flintstones had to of- 
fer us on a visual basis." 

And what the research showed was 
that creating the rock-hard world of 
The Flintstones would require building 
from the ground up. “Early on, we real- 
ized that nothing was going to be off 
the shelf on this movie—everything 
had to be designed from scratch. OK, 
we bought a few sea shells but, 
otherwise, everything was done from 
scratch," grins Sandell. 

From there, it was basically a matter 
of striking a balance in what the pro- 
duction designer describes as an off- 
kilter world. "Finding that balance was 
the big challenge. Everything is at such 
an odd scale in this film, but it also 
had to have its own sense of reality. 
Fred's cave isn't a Clan of the Cave 
Bear kind of cave. It's an impression of 
a rock cave." : 

Sandell's translation of a cartoon 
ook to live action extended to his ap- 
proach to designing Bedrock. “We 
thought of this Bedrock as being much 
more detailed than what you see on 
the TV show. In the TV show, Bedrock 
was very Hobbit-like, which worked 
or the cartoon, but we wanted some- 
thing a little more Toon Town in look. 
We tried to make the architecture more 
Small Town, USA than a fantasy vil- 
age. Things like the overall architec- 


Bedrock buddies Fred and Barney and 
their modern stone age families are back. 
This time they yabba-dabba-do it in live 
action on the big screen. 
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All Live-Action Flintstones Photos: Trademark & Copyright 1994 Universal City Studios & Amblin Entertainment 


ture and the individual elements, like 
building corners and rooftops, had to 
have some kind of realistic look to 
them. We weren't trying to do Willow." 

But what the Flintstones design 
team was trying to do was go back to 
the Stone Age, which meant 
introducing an array of sculpted 
plaster rocks, wood and bone into the 
movie’s landscape. 

“Everybody knew going in that rock 
would be the dominant look,” says 
Sandell, “but I happen to love the idea 
of bones, and so I attempted to intro- 
duce bones into the architecture as 
much as possible. We went for an out- 
of-balance, overscaled look to the 
bones whenever we could. They make 
up parts of the buildings, and we’ve 
even managed to work the bone motif 
into cooking and eating utensils. 

“My only complaint was that we 
didn’t do enough of the bone thing. 
There were a number of scenes, with 
these big piles of dinosaur skeletons 
laying bleached in the sun, that didn’t 
make the film. But since rock was the 
main gag, we had to go with that 
whenever possible.” 
“ 

andell explains that, from a pro- 

duction designer's standpoint, 

СОУ the biggest challenge was to 

maintain the film's color scheme, 

which he describes “аз a muted series 
of tones running amuck." 

Says Sandell, “That was really 
rough. Our characters came with 
preconceived colors. Wilma wears 
white and Fred has this wild Jurassic 
Park animal thing. We toned things 
down with real muted blues and 
pinks—colors that didn’t clash with 
the characters. In some instances, we 
even made our own animal skins and 
printed less extravagant images on 
things so that they wouldn’t conflict 
with what the actors were wearing.” 

Getting the Flintstones look exactly 
right led to numerous color tests, eval- 
uating looks, colors and textures. The 
design process was done largely in 
conjunction with the director, Brian 
Levant. à 

“We would cough up a slew of de- 
signs and he would pass judgment on 
them. Once he gave us the OK, we felt 
free to take the ideas and run with 
them. Brian's a real Flintstone afi- 
cionado. He remembers every damned 
coffee cup in the TV series, and would 
ask for them too." 

Sandell's job didn't end once lens- 
ing began. "Whenever we went on ac- 
tual location, we would Flintstonize 
it. We would drop our phony boulders 


right in the middle of the real ones and $ 


then paint them with our own colors. 
We were merging our fantasy things 
with the real landscape and creating 
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“We looked at 
every Flintstones 
episode," chuckles 
production de- 
signer William 
Sandell, who out- 
fitted the new Bar- 
ney (Rick Moranis) 
and Betty (Rosie 
O'Donnell) with 
many modern 
rock-and-bone 
appliances. 


Fred's better half, Wilma, 
is brought to very three- 
dimensional life by Eliz- 

abeth Perkins. 


Sandell describes 
the color scheme in 
The Flintstones as 
“а muted series of 
tones running 
amuck"—a perfect 
playground for 
Pebbles and 
Bamm-Bamm. 


our own version of reality. 

"Beyond that, it was basically a 
matter of keeping as much of what we 
created in each shot as we could. We 
felt that for our stuff to be shown to its 
best advantage, each scene had to be 
very cluttered. Hopefully when the 
movie comes out, you'll be seeing a lot 
of our stuff.” . 


Sandell speculates that the design 
will ultimately be as big an attraction 
in The Flintstones as the stars and the 
story. “Just look at this stuff,” he says, 
waving his hand in a circular motion 
around the set. “It’s a big playground. 
People will see this stuff and just want 
to run up to it, climb up on it and play. 
And I'm not just talking about people 


who grew up with the show. There's 
just something very enticing about all 
this. None of this stuff is making any 
great statements. It's just a very effec- 
tive interpretation of what The Flint- 
stones requires and I think it really 
works on a very fun level." 

Sandell's fleeting memories of his 
other genre work is centered on.chal- 
lenges met and overcome. *When I did 
RoboCop, the big thing at the time was 
to try and find a design niche different 
from Terminator, which was, for a long 
time, the film all the designers looked 
at. In the case of Total Recall, it was a 
matter of a bunch of fans of Blade 
Runner and Outland who got together 
and created our own thing. Total Re- 
call was probably the hardest job I ever 
had. After Total Recall, nothing can 
faze me. Hocus Pocus was simply a fun 
time, dealing with supernatural and 
fantasy images and basically letting our 
imaginations run wild." 

With The Flintstones in release 
shortly, Sandell is looking for his next 
project, but he admits that his own 
taste is making this search “kind of 
tough. I'm not averse to doing 
sequels," he says in response to the 
report that a Total Recall sequel and 
another ALIEN installment are in the 
works, “but I’m not really keen on all 
this cyberpunk stuff. I would just like 
to do something different. 

“Artistically, I can honestly say I’m 
satisfied. Гуе been doing witch 
movies, robot movies and now The 
Flintstones. I'm particular. The cre- 
ative challenge must be there. I would 
never do many of the movies coming 
out. They might be better movies than 
many of the things I've done, but they 
wouldn't be as interesting to do." (у 
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Rick Veitch dreams of heroes most 


super & justice for the creators of 
comics past. 


ick Veitch is a dreamer, which 
R: a good thing, because the 

project the writer/artist is about 
to embark on is a chronicle, in comic 
book form, of his own dreams. 

Rare Bit Fiends first appeared as a 
back-up strip running along the bottom 
third of Veitch’s Maximortal mini- 
series, the first graphic novel in 
Veitch’s projected five-novel King Hell 
Heroica project. Maximortal, and 
Bratpack before it (King Hell Heroica 
part four, for those keeping score at 
home), takes a hard-edged look at the 
Superman mythos and the faded icons 
and stale conventions of the superhero 
genre. It also re-tells the history of the 
comic book industry—as filtered 
through Veitch’s consciousness. 

Rare Bit Fiends, however, is 
Veitch’s recounting of his own dreams. 
He’s preparing to release Roarin’ Rick’s 
Rare Bit Fiends (capitalizing on the so- 
briquet he gave himself for Image 
comics’ 1963 project) as a monthly 
black-and-white book. 


Meryl and George Winston run across their 
own version of a bundle of joy in the 
desert, but all isn’t as it should be in the 
storybooks. 
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ГИ. BE DIPPED 
IN SHIT! 
THERE'S A 
LITTLE MAN 
INSIDE IT? 


By HARLEY JEBENS 


Veitch says, “Going back to when I 
was a kid, I always had interesting 
dreams, and sometimes I would have 
what I would call ‘big dreams,’ which 
would seem to have depths of meaning 
associated with them or would be very 
powerful experiences to me as a child. 
When I got into my early 20s, I went 
through the crisis that most people go 
through when they're coming out of 


М adolescence. And I was real confused. 


I was kind of a mess at that point. I 
took up dream work, read a lot of Carl 
Jung, and started writing down my 
dreams. 

“Since then, on and off, I’ve written 
them down, and created prose diaries 
of my dreams. I’ve always paid at- 
tention to them, even if I wasn't writ- 
ing them down. I always tried to 
remember them for a while, and 
understand them the best I could. 

“Rare Bit Fiends started in 1991 
when Scott McCloud [creator of Zot! 
and author of Understanding Comics] 
issued a challenge to a number of his 
fellow cartoonists to draw a 24-page 
comic in 24 hours, He did one, Steve 


Bissette did one, Dave Sim did one and 
Kevin Eastman did one. I was gonna 
do one, but I had this other idea, 
one that I had wanted to do for many 
years: a dream diary in comic book 


form. But, I had never been able to get . 


it together. And, I just thought, ‘Well, 
this is the way to do it. Except instead 
of doing 24 pages in 24 hours, ГЇЇ do it 
in 10 minutes a day. So, I would wake 
up in the morning and jot down notes 
of what I had dreamed. Some time 
during the day, I would sit down with 
a marker and a sketchbook and draw 
my dreams into comic book form. I 
must have turned 150 dreams into 
comic books, which I published as 
these little black-and-white ashcans 
and gave to friends. 

"When I did, virtually all my 
friends came back and said, ‘This is 
the greatest thing you've ever done.’ I 
would reply, “Yeah, but look at it, it's 
all sketchy and crummy. It looks aw- 
ful.' And they said, 'It's just fascinating 
to read. We love it.' I got a lot out of 
doing it. I was totally hooked on it. 
Even when I was just completely ex- 
hausted from working on my other 
jobs, I would somehow find the time 
every day to do it." 


ith Maximortal ending, 
Veitch decided to do Rare 
Bit Fiends before going on to 


the next King Hell Heroica volume. 

“I started doing it, and I just 
couldn't believe the speed with which 
I was turning out pages. I'm literally 
Scripting, pencilling and inking six 
pages a week, which is just fantastic 
for me. I'm feeling as close or closer to 
my art than I've felt in a long time. The 
nature of the work is much like a 
painter working—you're in a deep 
dialogue with yourself. More so than 
when you're doing a commercial 
superhero comic, which is probably 
more craft-oriented than fine art- 
oriented. Rare Bit Fiends definitely is 
that for me. It's a very organic art form. 
To me, it comes from the deepest 
depths that there are." i 

Veitch intends to publish his 
dreams in a monthly, black-and-white, 
Cerebus-type format, possibly for 
summer release, “I just want to do it 
for as long and as well as I can, and 
hope that I can find an audience that 
appreciates it. 

“Every Monday, I take my notes 
from the week before and I pick five or 
six dreams that seem like they would 
make interesting comics. Certain 
dreams are very private, and I’m not 
gonna share them with a huge audi- 
ence, but with most of the stuff, I try to 
be as completely honest and straight- 
forward as I can be. 


Hollywood isn’t for everybody, and so 
learns Sidney Wallace, ex-stuntman, 
victim of the Maximortal’s lethal whim. 


SIDNEY WALLACE, 
A-A-A-AND.., 


ORE SHOWN 
4 GREAT 


TRUTH... 


«.QEESSED IN THE 
GAUDIEST OF LIES. 


| 
| THE MERE SIGHT OF iT 


| SWELLS THE SEAMS OF 
| YOUR FEAR AND DESIRE... 
RU 


Vision quest—the path to enlightenment and a gateway into the future. El Guano spies 


the savior of humanity, True-Man. 


"I've tried to focus on the dreams 
I've had about comics and their cre- 
ators. That's a pretty tightly knit com- 
munity, and those are the people I 
work with, so it's only natural that I 
should dream about those people. For 
instance, Гуе had powerful dreams 
that had Alan Moore and Steve 
Bissette in them—especially when we 
were working on 1963. Those dreams 
reflect, I think, the hopes and 
aspirations we had for that series, what 
we were trying to do with it. In that 
sense, Rare Bit Fiends is a useful 1963 
artifact." 


1 THINK Í 
JUST CRUSHED 
MN TESTICLES! 


Veitch says, “What’s interesting 
about Rare Bit Fiends, and what's dif- 
ferent about my dream comic when 
compared to other dream comics— 
what Jim Woodring is doing, what 
Moebius has done, and what Neil 
Gaiman is doing with Sandman—is 
that I try to offer representations of the 


Selected Art: Courtesy RickVeitch — 


I WOULUA GIVEN UP A LONG 
TIME AGO IF IT WASN'T FOR 
HIM! | JUST DON'T UNDER- 


YOU THINK 
MAYBE HE NEEDS: 


| Ho, МОГА МАСЕ V5 ALL 
WRONG FOR SOMEONE 
LIKE HIM. 


HE STANOS FOR 


Maximortal, 
Veitch has 
mirrored the real- 


Man’s 
masterminds, Jerry 
Spiegal and Joe 

Schumacher. 


Veitch has integrated not only comics history into his books, but 
world history as well. He postulates that The Maximortal was the 
power source of Little Boy, the bomb dropped on Japan. 


serial phenomena of dreaming. I give 
you a month’s dreams all strung 
together, so you begin to see a much 
larger cross-section of what’s going on 
in my mind than any single dream 
might give you. The serial nature of 
dreams has much to teach us about 
how ideas and concepts and emotions 
are.,.digested by the human psyche. 
Friends of mine say it has kind of an 
addictive quality to it, which is exactly 
what I’m hoping.” 

Each issue of Rare Bit Fiends will 
contain several of Veitch’s illustrated 
dreams, as well as a “celebrity dream 
corner,” where other comic creators 
will illustrate their dreams. Already on 
tap is Dave Sim’s “Zelda Cafe” and 
Bissette’s “Jurassic Parking Lot.” 
Gaiman has submitted a one-page 
dream comic to Veitch, and the Sand- 
man scribe is working on another 
piece. 

Veitch has put a great deal of think- 
ing into his dreaming. He says, 
“Dreams are very much an art form 


and later Kitchen Sink; and Image’s 
1963 project assembled by Veitch, 
Moore and Bissette. With all this 
experience, Veitch now feels he can 
take on all the duties of running King 
Hell, the company he formed to 
publish his own work. Or as he puts it, 
“take King Hell completely  self- 
publishing!" 


STANO WHY PUBLISHERS 
CAN'T SEE HIS 
POTENTIAL! 


Maximortal and the upcoming 
chapters in the King Hell Heroica deal 
directly with the myths of superhero- 
ism. Though you have ambi-sexual gi- 
ants from outer space coming to Earth 
and raping Russian trappers to pro- 
duce the Maximortal offspring that 
will be named Wesley Winston but 
come to be known as True-Man 
(Maximortal #1), there’s also the story 
of Jerry Spiegal and Joe Schumacher. 
Spiegal and Schumacher’s comic-book 
creation, True-Man, is stolen from 
them by failed Hollywood stuntman- 
turned-unscrupulous comic-book 
mogul Sidney “Ball-less” Wallace. 
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(Wallace earned that nasty nickname 
during an encounter with the Maxi- 
mortal that put an end to his Holly- 
wood career and robbed him of 
his manhood.) Schumacher and 
Spiegal’s situation parallels that of 
Superman’s creators, Jerry Siegel and 
Joe Shuster, while Wallace’s rise 
mirrors that of one Walt Disney. 

It seems the Maximortal is brought 
to life by “the collective unconscious 
mind of mankind" as one reader put it, 
and the belief that people such as El 
Guano (who seek to capture True- 
Man's power) and Spiegal (who seeks 
to capture True-Man's essence in 
comic book form) bestow upon him. 
No less an authority than Albert Ein- 
stein (himself a character in Veitch's 
chronicle) scribbles on a blackboard, 
"Reality equals Belief times Con- 
sciousness squared." 

The fantastic career of the Maximor- 
tal (it was he, and not the atomic 
bomb, that destroyed Hiroshima) con- 
trasts with the harsh existence that 
Spiegal and Schumacher must endure 
once their creation is taken from them. 

Veitch says, “I fictionalize and 
slightly exaggerate some of the scenes 
to make it work as a comic book, and 
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Superman creators Years Nowe AND - [^ 
Jerry Siegel and EVERY ISSUE ITS | 
Joe Shuster by THE SAME... | 
creating True- i 


especially a satirical, black-humor 
comic book, but just about everything 
[that happens to Spiegal and Schu- 
macher] is based on things that really 
happened. 

"Siegel and Shuster got really 
screwed, as bad as anyone could get 
screwed. In so doing, they established 
the whole history of creators being 
screwed in comics. It’s now so 
endemic to the structure of these 
corporations that they can't change it. 
The only way they can change it is to 
throw Siegel and Shuster like $20,000 
a year and get them to sign non- 
disclosure forms so that the real truth. 


ANOTHER CHANCE, 
RIT AND 
that we all create. We all share in it. x AMERICAN |] 
Every night we go to sleep and spend f ннн wen, we micut Tave vou DREAM! 


two or three hours creating these little 
stories in our heads. On one level, it 
seems chaotic and crazy. But as you 
come to understand how symbolism 
works, and how the human psyche is 
structured, you can correlate how the 
chaotic, symbolic nature of the stories 
tends to give you a holistic picture of 
the human psyche dreaming them.” 


dreamer. But he also has his feet 

planted firmly on terra firma. He 
learned the business. of comics pub- 
lishing during his work-for-hire days 
as a writer/artist with Marvel and DC; 
his Bratpack (CS #14) and Maximortal 
co-publishing efforts with first Tundra 
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[5 easy to see that Rick Veitch is a 
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Even after losing his testicles in a parachute accident, Sid Wallace still had the 
cajones to steal True-Man from Spiegal and Schumacher. 
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What is it like to have your dreams, your ideas, your creation stolen from you 
wholesale? It's even worse when you're faced with it every waking day. 


o 


With The Maximortal, writer/artist Rick 
Veitch takes an unflinching look into the 
conventions of superheroes and the busi- 
ness surrounding them. 
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gets squashed. Definitely, one of my 
reasons for doing this kind of stuff is to 
try to bring this story into the 
consciousness of comics readers again, 
so they'll at least start discussing it. If 
anybody out there is actually planning 
a book on Superman’s creators, I hope 
that some of these aspects will get 
thought about and put in there, before 
history is re-created in the form of DC 
Comics rather than in reality.” 


eitch, it seems, might still burn 
with some of the anger that 
caused him to exit DC over the 
well-known Swamp Thing-meets-Jesus 
controversy. Then again, maybe it was 


just an instance of the scales falling 
from his eyes. 


ap 
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pockets picked by [the comics industry]." 
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Veitch says, "Many of the creative geniuses of the 20th century literally had their 


After being blackballed from the industry that he almost single-handedly created, 
Spiegal must shame himself by delivering a package to this den of thieves. 


"What happened to those guys 
[Siegel and Shuster] was so bad and so 
unfair, and it was based upon one of 
the great characters of the 20th cen- 
tury—Superman—that actually kicked 
comics as an industry into gear. This is 
history. This is the truth. So, what 
you've got is the biggest comic book 
publisher in America for four or five 
decades—its whole expansion and 
profits are based on a character that 
was literally stolen from a couple of 
teenage kids. So, they have to build 
into their business dealings this same 
sort of ethic, where everybody, every 
creator that goes through there gets 
screwed. Marvel did the same thing 
with Jack Kirby and Steve Ditko. Every 
comic book company, right through 


until the late '70s, early '80s, operated 
along these same principles. 

"This is what I faced, coming into 
comics as a young guy. You had to sign 
lifetime work-for-hire contracts to get 
your first paycheck. Or, when you got 
a check, there would be a little para- 
graph on the back saying that you 
signed away all rights forever for these 


Д stories that you were doing. They had 


the whole thing worded so that you 
weren't even the author of the work. 
The company was the author. 

Veitch says, "Many of the creative 
geniuses of the 20th century literally 
had their pockets picked by this kind 
of system. Surely, the latest and best 
example of this has to be Marvel, 
which recently went public and pulled 
in something like $400 million on the 
strength of these characters. I can guar- 
antee you that Kirby didn't get a penny 
of [that $400 million]. 
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DISPLAY THE SEAL, 
No aspect of the comic book industry es- 
caped Veitch’s scornful eye, including the 
dreaded Comics Code. 


“This is one of the things I want to 
bring into the spotlight. By using the 
history of cartoonists as the backdrop 
to a superhero story, I want people to 
realize what was happening in the 
back of the store while the puppet 
show was going on out front.” 

Veitch concedes that conditions for 
creators are getting better. “It mirrors 
what happened in sports over the last 
few decades, where you're seeing cre- 
ators actually owning larger and larger 
pieces of these characters that they 
create. You have what happened with 
the Teenage Mutant Ninja Turtle 
phenomenon, the Image phenomenon. 
You have very successful self-publish- 
ing entrepreneurs now like Dave 
Sim, Jeff Smith and Wendy & Richard 
Pinis’ WaRP Graphics, You're seeing 
the rise of creators who are getting an 
equitable share.” 

In the final issue of Maximortal, 
Jerry Spiegal, dressed himself in a 
True-Man uniform, climbed atop the 
Cosmo Publications Building (“The 


In the second Maximortal saga, Spiegal 
plays a Pa Kenf role, helping raise a teen 
hero, 


Home of True-Man by Sidney Wal- 
lace”) and was ready to jump. His sui- 
cide attempt was thwarted by the 
arrival of the Maximortal, whom 
Spiegal had always assumed to be 
fictional. At the mini-series’ end, 
Spiegal and Wesley have disappeared, 
leaving a fuming Sidney Wallace 
behind. 
There are three more books planned 
in the Maximortal saga. “The second 
one will be the Maximortal’s teenage 
years,” Veitch explains. “There will be 
a little town like Smallville, and he'll 
live there. One of the interesting things 
is that Spiegal will end up playing the 
Pa Kent role. I’m going to try to ex- 
plore, as fully as I can, the Maximor- 
tal's emerging sexuality, enhanced 
with super-powers and seen through 
the prism of his own alien mentality. 
He really doesn't relate as a human be- 
ing yet. But with Spiegal playing the 
Pa Kent role, what I’m hoping to do is 
see that relationship between those 
two characters help form Maximorta 
into the person who will become a rea’ 
adult superhero. That will be the third 
book in the sequence. Of course, the 
fourth is Bratpack. The fifth would be 
the ending, the Maximortal back on 
Earth, aware of who and what he is, 
and what he would do to the planet 
and all the people on it." - ; 
Veitch says, “I see Sidney Wallace 
and J. Edgar Hoover working together. 
It’s funny, Walt Disney never had any- 
thing to do with Superman [eventually 
animated by Disney’s rivals, Max & 
Dave Fleischer], but, because he be- 
came this big-time cartoon magnate 
and owned one of the other great car- 
toon archetypes of the 20th century, I 
used him as my template for my comic 


book publisher. And I was always 
planning this thing about him meeting 
up with the FBI. Then this book, Walt 
Disney: Hollywood’s Dark Prince, came 
out, claiming that Disney had been a 
secret agent for the FBI, and actually 


` allowed Disneyland to be used as a 


base of operations. And he reported on 
other Hollywood figures during the 
Red Scare of the ’50s. I’m moving in 
that direction with the Wallace 
character.” 


eil Gaiman wrote, in his 
Мі: to the Bratpack 
collected edition: *Rick Veitch 

cares deeply about superheroes. He 
thinks they matter. That they're 
important. That they tell us things 
about ourselves." 
Veitch doesn't disagree with that 
statement. “I think the reason that 
people enjoy superheroes so much is 
because they reflect an important part 
of our psychological makeup that we 
might not consciously understand, but 
that we respond to when we read it. 

*On one level, it's very infantile. 
This very infantile need for total 
power. Then, there's a heavy, unfortu- 
nately mostly subliminal, erotic pres- 
ence to superheroes. I say unfortu- 
nately subliminal because the way 
comic books have been censored in our 
country since the '50s has forced one 
of the most powerful aspects of the su- 
perhero mythos, which is its erotic 
side, into a hidden role. I would like to 
see that opened up quite a bit. In fact, I 
play with it as much as I can in 
Maximortal and Bratpack. 

"What superheroes point toward, in 
a modern sense, is the future of man. 
We're coming very close to a point 
where it's not going to be completely 
impossible to have superpowers. There 
will come a time when there will be 
ways to change our bodies, or possibly 
enhance our mental abilities, through 
technology and genetic manipulation. 
This is a potential reality that our 
society is facing, and I think super- 
heroes operate as a barometer of how 


THERE WAS 
NO TIME TO Ё 
STOP н! 


The Maximortal’s metamorphosis into 
True-Man baffled even the most preemi- 
nent of scientific minds, Albert Einstein. 


people are feeling about this approach- 
ing historical epoch, It’s one of the few 
art forms today that deals with it in 
any kind of depth at all.” 


nother of Veitch’s explorations 
A: the conventions of the super- 
hero genre was 1963. “The 
original idea was to redo something 
along the lines of Swamp Thing, but 
neither Alan, Steve nor myself were 
really interested. Alan wasn’t 
interested in doing anything like a 
modern superhero. But he always had 
in his head—he talked about it a 
number of times over the years—to go 
back and do superheroes when they 
were almost in a state of grace, where 
everything was sweet, happy and 
wonderful, and it was all fantastic. 
Like comics were when we were little 
children. So, he began to sketch this 
thing out to us, and Steve and I started 
(continued on page 64) 


MUCH LESS MAKE 
A PROPER 
TOAST. 


True-Man had become a media property, and actor Byron Reeves took to the silver 
screen as the legend. But he thought he was his character, to disastrous results. 
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hen Wisconsin-born screen- 
.writer David Koepp first 
tackled scripting chores on 


the long-planned Universal Pictures 
adaptation of Walter B. Gibson's clas- 
sic crimebuster, he was little-known, 
if not virtually unknown. Over The 
Shadow's four-year incubation, he 
has quietly begun racking up impres- 
sive credits such as Death Becomes 
Her, Carlito's Way and last summer's 
mega-hit Jurassic Park, co-written 
with Michael Crichton, until he has 
arguably become one of the most 
promising writers in Hollywood. With 
The Shadow poised to dominate 
summer 1994, Koepp (pronounced 
"Kep") agrees to tear aside the cloak 
of secrecy surrounding Lamont 
Cranston's eagerly-awaited return to 
the silver screen. 


COMICS SCENE: How did you come to 
script The Shadow? 

DAVID KOEPP: Martin dou. n 
producer, was looking for a writer fo: 
The Shadow and had read some 
scripts I had written. He had The 
Shadow Scrapbook and said, ‘Read 
this and tell me what you think.' And 
I remembered The Shadow. When I 
was a kid, they ran it on Sunday 
nights on The CBS Mystery Theater, 
hosted by E.G. Marshall. They played 
a lot of the old Orson Welles/Agnes 
Moorehead ones. I loved it. So, I read 
the Scrapbook and got a lot of back- 
ground I hadn't been aware of. I just 
felt like I got it. For me, the thing that 
made it interesting was, “Who knows 
what evil lurks in the hearts of men? 
The Shadow knows." I felt, why does 
this guy know what evil lurks in the 
hearts of men? Is it because he knows 
the evil in his own heart? 

Another thing I remember from the 
radio show was, “The Shadow is, in 
reality, Lamont Cranston, who years 
ago while traveling in the Orient, dis- 
covered the ability to cloud men's 
minds." I wanted to see that and bring 
back a foe who could match that. 

CS: You picked a great one in Shiwan 
Khan. You must have read at least one 
of Walter Gibson's Shadow versus 
Shiwan Khan novels. 

KOEPP: Yeah, I read them all. There 
were four. I thought he and the Voodoo 
Master were two of the villains who 
could fight The Shadow on his own 
terms. They would give him more of a 
challenge. To have him run around 
busting ordinary crimerings—the crim- 
inals just seemed so overmatched. We 
have a little of that in the beginning, 
then the real menace shows himself. 
CS: Why did you choose Khan over 
the Voodoo Master? 

KOEPP: The thing that made me want 
Khan was that I knew in the first 
film—and God willing there will be 
more—it would give us a chance to tie 
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Screenwriter 

David Koepp `` 

ponders what evil 

lurks in the hearts 
of men. 


the villain into The Shadow's past, 
which was what we were going to cre- 
ate. In subsequent films, other villains 
can come in. 

CS: The Voodoo Master? 

KOEPP: Probably. 

CS: Is this an adaptation of the first 
Shiwan Khan novel? 

KOEPP: No, it’s a new story using 
Shiwan Khan. We use his entrance in 
the museum from the first novel [The 
Golden Master], which I thought was 
terrific. You could lay it down on pa- 
per just as it was. But Shiwan Khan's 
specific goal in this country is a new 
story. You can guess his goal in gen- 
eral—dividing and conquering and so 
forth—but the way he plans to go 
about it is a new story. 

CS: Did you have any concerns about 
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invoking the Fu Manchu cliché, the 
stereotyped “Yellow Peril” created by 
Sax Rohmer? 

KOEPP: Yeah, but Shiwan Khan’s 
such a great character I tried to put 
them aside. Had we made him a typi- 
cal Fu Manchu, that would have been 
offensive. I also didn’t feel that we 
could let the handcuffs of political 
correctness prevent us from using a 
wonderful, colorful villain. The key, 
of course, was in casting an Asian ac- 
tor who would take special pains to 
see that the character was a real per- 
son. And John Lone will bring that. In 
fact, there’s one idea he had—that 
Khan in one scene be dressed in a 
business suit, and cut his hair and 
clean himself up. So there's a scene af- 
ter his entrance where Shiwan Khan 
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The film's villain is 
The Shadow's greatest 
foe, Shiwan Khan 
(John Lone). Says 

, "It's a clash of 


For screenwriter 
David Koepp, the 
hardest part of. 
translating The 
Shadow to screen 
was creating a 
myth. 


does what anybody who comes to New 
York would do—he goes out and buys 
some clothes! Just that one touch is 
really wonderful and unexpected. 

CS: Margo Lane is a pretty one-dimen- 
sional character. What did you do to 
make her work in the film? 

KOEPP: I tried to imagine what a con- 
nection would be between Cranston 
and Margo Lane. Other than "friend 
and companion" which kind of calls 
in to question Cranston's sexuality. 
Perhaps one in every however many 
of us have some psychic ability our- 
selves, that we may understand or de- 
velop, or we may not. Margo Lane 
does. She's never aware of it, and 
probably would have gone her whole 
life never being aware of it had she 
not passed into the orbit of Lamont 


Cranston, someone who knew it and 
understood. This draws her to him and 
him to her. She grows to understand it 
as the film goes on. 

CS: Is there much of a romance be- 
tween Margo and Cranston? 

KOEPP: There is. You know, Margo 
has always been a secondary character. 
It's not her movie. She's important to 
him certainly. But, primarily, this is a 
battle between The Shadow and him- 
self, and The Shadow and Shiwan 
Khan. This is sort of a clash of the ti- 
tans. I think Margo fits in rather neatly, 
but there's not always much for the girl 
to do when the boys start smacking 
each other around. 

CS: Why did you include so many of 
The Shadow's pulp agents? 

KOEPP: For me, one of the appeals of 
the agents in the books was the feeling 
that the reader has that “J could be 
one." The agents and the system of 
communications and their intercon- 
nectedness was really fascinating. That 
was one of the best parts of the novels. 
It also really differentiates The Shadow 
from other superheroes. 

CS: It's surprising to see that you 
included thé'fairly obscure Dr. Roy 
Tam, but left out The Shadow's chief 
agent, Harry Vincent. 
KOEPP: Harry Vincent was in my early 
149-page draft. The Shadow saved him 
from suicide and put him up in a 
hotel. But Vincent was replaced by Dr. 
Tam and the suicide on the bridge 
became an attempted murder on the 
bridge because we wanted someone 
who was connected to this plot. 

CS: That's obviously the opening to 
the first Shadow novel, The Living 
Shadow. 

KOEPP: I love the way that first novel 
begins. But I didn't know what to do 
with Harry Vincent after that opening 
sequence. I think I brought him back in 
to take The Shadow to an auction in 
Chinatown—the story was more com- 
licated then—but he was sort of 
befuddled and in the grip of circum- 
stances, and we didn't get a chance to 
get into him. Which is why we cut 
him. If we're going to bring in charac- 
ters, let's use them. 

CS: Did you watch any of the vintage 
Shadow film features? 

KOEPP: I didn't see any of the films, 
no. It's not that I didn't bother; they're 
not on video. I didn't pursue it as hard 
as I might because it's the same as 
when a writer comes to a screenplay 
that somebody else might have tried. 
You don't want to read the old ones 
because you want to take your shot. 
CS: Did you read any of the unpro- 
duced Shadow scripts that came before 
your version? 

KOEPP: I read them after I had done a 
couple of drafts of mine. There was 
one by Leslie Newman, and Howard 
Franklin did one with Bob Zemeckis. 
Zemeckis was going to direct. They 
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Cranston's 
constant 
companion, Margo 
Lane (Penelope 
Ann Miller), 
romances the hero, 
but “it’s not her 
movie." 


were pretty good, but I would have 
gone a different way. I don’t want to 
criticize anyone else's work. 

CS: Have the aftershocks from your 
success with Jurassic Park stopped re- 
verberating yet? 

KOEPP: It's just so overwhelming. The 
accomplishment of Dennis Muren and 
the ILM guys is just not to be believed. 
When I started, I asked Steven Spiel- 
berg what my limitations were. He 
said, "Your imagination." That was 
pretty challenging. So then, I would 
write a line like, “The T-rex runs down 
the Gallimimus and devours it in a 
cloud of dust." Which takes me about 
30 seconds to write. And I would sit 
back and look at this and say, “How on 
Earth would anyone ever realize this?" 
But they did. Without exception. I saw 
it for the first time and I thought, “Now 
you can do anything you want.” 

CS: Did you know all that when you 
started scripting, or did the technology 
have to catch up with the script? 
KOEPP: No. Dennis Muren said when 
the film was done, he wished he could 
do some of the first FX over again, 
because they learned so much in the 
two-and-a-half years that they were 
working. The FX they did last are far 
superior to the ones they did in the be- 
ginning. 

CS: Did they have a specific menu of 


Koepp believes that emphasizing the dark 
side of Lamont Cranston (Alec Baldwin) 
makes him a more interesting character. 


dinosaurs in mind that you had to in- 
clude? 

KOEPP: Yeah. Spielberg said at the 
outset, “We have several sequences 
that we want in the film and if you 
can’t handle that, let us know.” So 
those were the grounds. Fortunately, I 
felt the sequences they had in mind 
were: fantastic. The T-rex attack in the 
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Studying The Shadow, Koepp wondered 
how he knew what evil lurks in the hearts 
of men. t because he knows the e 

his ow 


Incorporating a museum scene from the 
first Shiwan Khan novel, The Golden 
Master, Koepp gave the villain a 
memorable movie entrance. 


road is, image for image, the way 
Spielberg pitched it to me, just stun- 
ning. And I tried to be respectful of the 
fact that other people had been work- 
ing on the film for several years, mak- 
ing models, and I was really just a 
hired gun. 

CS: One change you made that many 
questioned was turning the cold, cal- 
culating John Hammond into a fuzzy, 
grandfatherly type. Why did you do 
that? 

KOEPP: There was a particular mo- 
ment in the book when his grandchil- 
dren were out in the park and as far as 
he knows were dead or dying, and he's 
still concerned about the ice cream 
he's having with dinner. I just didn't 
believe it. And I thought that would be 
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even harder to believe in a movie, and 
it would undermine our attempts to 
create some reality, because there was 
so much the audience had to swallow. 
Once I made that decision, the 
character changed. 

CS: Tell us about Death Becomes Her. 
KOEPP: That was a lot of fun. I wrote 
that with Martin Donovan, the guy I 
did my first film, Apartment Zero, 
with. It was just this very bizarre idea 
we had. We wrote what we thought 
was going to be an unsaleable spec 
Script. When I came to Universal, they 
liked it and it became part of my deal. 
When Bob Zemeckis got involved, it 
became a much bigger thing than we 
anticipated. I think it's a very good 


. film, but there are things about it that 


don't quite work as well as we had 
hoped. What was great was we were 
really out on a limb and we took some 
chances. We made something that no- 
body could really categorize, and I feel 
a lot of satisfaction about that. 

CS: You started scripting The Shadow 
in 1989. What kind of problems did 
you have to solve over four years of 
rewrites? 

KOEPP: The hardest thing for me was 
getting down the Shadow's dark side. 
You're creating a myth. That's not 
easy. It requires the most depth of 
thought. The climactic scene was very 
tough. That took a while to get right. 
We went through several alternatives. 
Movie climaxes are so hard anyway. 
This is a big action film and it has to 
build to'a big, action film climax, and 
everything has been done. What do 
you do when everything has been 
done? 

CS: What made you decide to empha- 
size Lamont Cranston's dark side? 
KOEPP: It makes him more interesting. 
We've seen several superhero films, 
and I wanted to distinguish ours from 
the others. It gives him a little more 
complexity. 


am also shows up. 
Koepp revi 
opening bri 
from the ve 
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CS: Is your Shadow a projection of the 
real Cranston, a separate persona or the 
true Lamont Cranston? 

KOEPP: That's the dilemma. I think 
the power comes from the darkness in 
him. There's a passing reference in the 
novels that in the East they referred to 
The Shadow as Ying Ko, and I won- 
dered why. And it wasn't really ex- 
plored. Or was it? 

CS: Ying Ko is simply Chinese for The 
Shadow. Just as he was known in Cen- 
tral America as— 

KOEPP: La Sombre. 

CS: It’s just another facet of the dark 
jewel that is The Shadow. In the film is 
Ying Ko another of his many names? 
KOEPP: No. We present Ying Ko as 
another side, another identity. It’s 
what he starts out as in the film. He is 
Ying Ko. 

CS: Do you see this as primarily a fan- 
tasy film, a detective film or even a 
romantic adventure romp? 

KOEPP: All of them. Mostly I saw it as 
an adventure. I kept Raiders of the Lost 
Ark in mind Aside from being one of 
my favorite films, it's a similar period 
and it's just a great adventure. It takes 
a tremendous character with a wonder- 
ful villain and sends us on an adven- 
ture we want to go on, with all those 
elements that you mentioned. 

CS: It's well known that The Shadow 
was one of the seminal influences on 
Batman. What did you have to do to 
differentiate the two characters? 
KOEPP: When you look at it superfi- 
cially, you have this wealthy reclusive 
millionaire.in a New York-like city—in 
our case, it is New York—who has this 
split personality and goes out and 
fights evil. So there are incredible 
similarities. You think briefly about 
changing your character, but then you 
realize many of these superheroes 
came out of the same era and the same 
social circumstances. It was accepted 
(continued on page 58) 
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By DARCY 


eith Giffen is halfway through 
today's tirade on what went 


wrong in comics last year. 
“Many people fell into short-term 
thinking when the speculators came 
in," he charges. *They were grabbing 
whatever super-hot fan favorite came 
rolling down the pike and hoping, 'If 
we take out a big enough ad and get 
enough hype, we can sell umpteen 
million copies; we've got ours, screw 
the rest of the world.’ " 

There’s more. Lots more. Don't get 
him started on cover enhancements or 
comics without stories or polybags, the 
target of Giffen's recent *Frag the Bag" 
campaign. Whatever you do, don't ask 
him about the current practice, fol- 
lowed by most comics publishers, of 
not accepting returns from retailers of 
unsold comics. You already asked 
him? Uh oh... 

"I believe all comic books should be 
returnable," he opines. "Retailers are 
considered the least important link in 
the chain, and that drives me crazy. 


“I don't think that Т1) ever stop reinventing 
myself," says writer/artist Giffen. 


We ought to start thinking of them, in- 
stead of creating circumstances that 
almost encourage them to go under." 
When Giffen talks comics, opinions 
elbowing their way through his thick 
New York accent, he sounds every 
inch the maverick. He's as far from 
embracing the industry's status quo as 
his characters, who range from the 
abrasive Lobo to the too-nutty-to-live 
Heckler. Giffen's tide-bucking even 
extends to his artwork, the oddest stuff 
outside alternative comics. "Keith 
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always wants to push the envelope," 
says publisher Dave Elliott. 

So, renegade or not, Giffen is in big 
demand. "Every comic company you 
can think of has called me in the last 
our days, offering me a dog book to 
see if I can save it," he says. “Sales are 
plummeting, and the publishers have 
realized that comics have to be more 
than surface flash. I think Гуе proven 
that I can tell a pretty good story and 
hold readers on a book." 

These days, Giffen can choose his 
rojects. He's redefining the Kirbyverse 
or Topps, reshaping Supreme for 
mage and guiding a few more books 
into uncharted waters. 

He's also helping launch Blackball 
Comics with The Trencher Guide to 
Comics, a good-natured slam dance 
through the industry. The book could 
ecome a cause celebré, vaulting Giff- 
en's Trencher onto the fatuous Hot 
Heroes lists. Or it could just piss peo- 
le off. Giffen never knows how his 
jokes are going to go over. “It’s interest- 
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All Trencher Characters & Art: Trademark & Copyright 1993 Keith Giffen 


doesn't exist 
that Giffen 
won't dive 
over with 
reckless 
abandon. 


(Sing to tune of 
Toys 'R' Us jin- 


gle.) Guns, 
grenades and 
basketball games, 
Trencher's the 
neatest comic 
book there is— 


came up 

with the Lobo 
Paramilitary 
Christmas 
Special," says 
Giffen, “so DC 
could hand it 
back to me and 


Heckler Characters & Art: Copyright 1992, 1993 Keith Giffen and Tom & Mary Bierbaum 


“DC loathes that 
. character,” 
reveals Giffen of 
his 1980s DC 
Comics jabmeis- 
ter, Ambush Bug. 
“They fought us 
every step of the 
way.” 


Can The Heckler 
resist the urge to 
press the tantaliz- 
ing button!? The 
red, shiny, candy- 
like button! It 
calls out to him. 
Heckler. 


“Boy did that 
nose dive fast,” 
jokes Giffen of 
The Heckler, a 
hero who 
ridicules villains 
to death. “There 
was no sales 
decline—it leapt 
off the sales cliff 
of doom.” 


The only 

reason that Giffen 
made the Ambush |} 
Bug Nothing 
Special was that 
legendary editor 
Julius Schwartz 
asked him to. 
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Gideon, the star 
bomb boy of 
Trencher, exem- 
plifies Giffen’s 
frenetic pen-and- 
ink drawing 


Mars Attacks, + 
and Keith Giffen 
is there, illumi- 
nating the classic 
card series. 


yright 1994 Topps 


Art: Keith Giffen/Dave Simons/ 


is in session, 
and Lobo is the 
teacher of Pain 
101. Created by 
Giffen and 
originally 
named Lunatic, 
Lobo is by far 
the most 

brutal of main- 
Stream comic 
characters. 
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No poor bastard 
ever won a war by 
dying for his 
country. You win 
a war by making 
the other poor 
bastard die for his 
country, and 
that's what Lobo 
does best. 


*T'm gonna keep 
going further and 
further until they 
make me stop," 
says Giffen, who, in 
Lobo's Back #3, 


was geared to pit 
the Main Man 
against the 
Messiah. 


Giffen didn't 
always work 
on the fringes, 
he honed his 
skills writing 
and/or draw- 
ing books like 
Legion of 
Super-Heroes, 
Omega Men 
and Justice 


Giffen says that 
his scribbly style 
is a result of 
working directly 
in ink on the 
page. "When I 
use [a pencil], I 
can't get in and 
do those niggly- 
noogly lines." 


Hooo-ray for _ 
Hecklerwood! If 
you're a hero, 
you're now a zero, 
"cause The P 
Heckler'll kill ya 
with laughs. 


suilding, they'll 
hit the ground at 
the same 
not if one 
issue of The 
Heckler!” 


PEACE IN 
THE JUNGLE 


er acting career began not with 
H: bang but with a scream— 

something she has been doing 
regularly ever since. That's not to say 
that that’s all Jeanne Bates is known 
for: In addition to her radio and screen 
shrieks, in movies ranging from Bela 
Lugosi's The Return of the Vampire to 
the recent cannibal horror/comedy 
Mom, she has played in dramas, 
Westerns and comedies, sung on stage, 
and essayed a regular role on TV's Ben 
Casey. Serial and comic strip fans may 
first recognize her name from the 
credits of Columbia's jungle adventure 
The Phantom (1943). 

Born in Berkeley, California, Bates 
began her acting career while a student 
at San Mateo Junior College, appearing 
on radio soap operas in San Francisco. 
She had the lead in an airwave mys- 
tery series, Lew X. Lansworth's Who- 
dunit (Bates' scream was the show's 
"signature"), which became so success- 
ful that it (and Bates) moved down to 
Hollywood in 1941. Two years later, 
Bates and Lansworth wed. 

By the time they married, Bates was 
already under contract to Columbia 
Pictures, although she had no delu- 
sions that the studio intended to build 
her into one of their big stars. "I was 
just one more Columbia starlet," says 
Bates, now in her sixth decade of 
movies. “Мах Arno was the head cast- 
ing man and he took me in to meet Mr. 
Harry] Cohn, head of Columbia. Cohn 
ooked up at me for a couple seconds, 
and then went right back to what he 
was doing," she laughs. "But even 
though I knew they had no ‘big plans’ 
or me, I did do about 22 films in the 
short time I was there. There was a 
very nice man in charge of Columbia's 
B unit and he liked me a lot, and he 
put me into some films." 
Bates' debut was in a Boston 
Blackie mystery with Chester Morris, 
ollowed by a Charles Starrett Western 
on which she learned one of her earli- 
est moviemaking lessons. "I love 
horses, but I never could afford to take 
riding lessons or anything. So, the day 
had to ride the horse, I practiced and 
practiced. But, after practicing with the 
orse all morning long, when they said 
action, the horse went one way when 
we were supposed to go the other! I 
had no control over the horse whatso- 
ever! So early on, I learned not to say 
that I could do things I couldn't, be- 
cause it's too dangerous!" Other early 
roles included a pre-credits bit as a girl 
Vip by a vampire (Lugosi's stand- 
in) in 1943's The Return of the Vam- 
pire (screaming that scream again), 


comedy two-reelers, an Office of War 
Information short and other bottom-of- 
the-bill features. 


ne of her first co-starring roles 
was in Columbia's The Phan- 
tom (1943), based on the King 
Features syndicate comic strip. It took 
four writers to adapt Lee Falk's 
popular strip into the 15-episode 
adventure, which featured cowboy 
actor Tom Tyler as Godfrey Prescott 
and his masked alter-ego, the Phantom. 
The premise sounded glamorously 
exotic while production, needless to 
say, was anything but. *We shot that at 
a studio called Darmour on Santa Mon- 
ica [Boulevard], a really old, old stu- 
dio. It must have been there in silent 
times! I think they had only one stage 
and the dressing rooms, and it was all 
‘out in the open'—if it rained, forget it, 
folks, you would be drowned between 
leaving the dressing room and getting 
to the soundstage!" she laughs. 
Exteriors were shot “across from the 
Valley, in the hills up there, where 
Charles Manson killed all those peo- 
ple. Then, there was another scene we 
shot at Malibu Lake. They had all these 
extras as natives getting into a canoe 


and I thought to myself, ‘They’re not 
all gonna get in there, it'll sink!’ And 
sure enough, it went down with all 
these guys trying to get into it! And, of 
course, the camera kept rolling as the 
boat and all these extras went down. It 
was very funny!" 

In the serial, directed by veteran 
soundstage speedster B. Reeves Eason, 
Professor Davidson (Frank Shannon) 
and his daughter Diana (Bates) arrive 
in Africa searching for the Lost City of 
Zoloz and its hidden treasure. Other 
self-interested parties with designs on 
the city and its riches include a local 
crook (Joe Devlin) as well as an inter- 
national baddie (Kenneth MacDonald) 
who intends to build a secret air base 
there. Bates' fiance (Tom Tyler) takes 
on the second identity of the Phantom 
and, together with his dog Devil 
(played by Ace, the Wonder Dog), bat- 
tles the villains throughout 15 chapters 
before restoring peace to the jungles. 

"Tom Tyler was very nice," Bates 
says of the Phantom himself. “Later on 
in life, he got some disease—elephanti- 
asis or some other terrible thing! He 
was a nice man, very quiet and he did 
his job. And I was very impressed with 
the man who played my father [Frank 
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Still active today 
in movies, TV and 
stage, Jeanne Bates 
believes that an 
actor needs to keep 
working, “to keep 
your ‘tools’ sharp.” 


By TOM WEAVER 
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Shannon, Flash Gordon's Dr. Zarkov]. 
There was one scene where they were 
opening a treasure chest, and his hand 
got caught on a hinge and it cut the 
[webbing] of his hand, between the 
thumb and the forefinger. And, he 
didn't stop. I would have screamed 
and yelled and hollered, but this actor, 
bleeding to death, went through the 
scene without a murmur. Only after 
the shot was completed did he say, 
*Well, Гуе been cut.' I thought that was 
wonderful, because he was an older 
man. 

“There was another incident where 
the heavies grabbed us and they were 
taking us up a ladder. Supposedly the 
Phantom was down below, being eaten 
by a gorilla—or whatever! The heavies 
went up this ladder, and it was nailed 
into the mountain wall. When I started 
going up—I remember that my boots 
were too big and my pants were too 
tight [for climbing]—the ladder started 
coming away from the wall. One of the 
actors at the top saw it happening and 
he grabbed it, so I finally got up. (They 
don’t stop, you know, they keep shoot- 


Bates, George ‘Macready and Erik Rolf 
were the well-groomed leads of Columbia’s 
The Soul of a Monster. 


ing!) Then, we were supposed to go 
over to the edge and look down to see 
the Phantom being eaten by the mon- 
ster. Well, at the shot’s end, I couldn’t 
move. I was frozen. My husband had 
been a reporter when the Bay Bridge 
was being built and he said that people 
would freeze—that’s how they would 
fall off the bridge and drown. Well, 
from that day on, I can’t get up on a 
height without freezing, and I think it 
was all from that—it was a traumatic 
experience.” 

Bates recalls working “three or four 
weeks” on the 15-chapter (30 reel) 
Phantom serial, including a period of a 
couple of days “when production was 
closed down because somebody caught 
cold. Because it was freezing! It was 
very cold—they were shooting this in 
the winter, and we were in pith hel- 
mets and short sleeves. Every time we 
spoke, you could see our breath! On 
one of the first days of shooting, we 
were way up in the mountains, and 
they went downtown to Los Angeles to 
get 'natives'—extras. They bus-loaded 
these guys up there, I guess they were 
Chicanos, and then they stripped ’em. 
They were stripping 'em down to loin- 
cloths and painting their bodies to look 
like natives, and these guys were shiv- 


ering to death! There was an Indian 
man in the picture, and he said that 
how you keep from catching cold is to 
keep standing, do not sit down. So I've 
always remembered that—I don't know 
whether it works or not, but it seemed 
to work then!" 

Eason, who was better at directing 
action than actors (his second-unit 
credits include the chariot race in the 
silent Ben-Hur, the burning of Atlanta 
in Gone With the Wind and the charge 
in Errol Flynn's The Charge of the 
Light Brigade), "was an oldtime 
director, from way back. He had a 
nickname, 'Breezy.' I don't remember 
him too well, but he was one of those 
rugged guys, like John Ford. He never 
stopped the camera!" 

Bates, who never read the Phantom 
strip, also didn't see her serial when it 
was originally released “because they 
showed at Saturday matinees, for the 
little kids. But I now have The Phan- 
tom on tape, all 15 episodes, given to 
me on two tapes by a man in Burbank. 
Гуе seen one tape, and [laughs] I 
haven't gone on to the other one yet!" 


Di 


ЛТ“ ]еуаїей to B stardom, Bates 
played one of the leads in 
“Columbia's 1944 horror movie 
The Soul of a Monster, about a dying 
surgeon (George Macready) whose 
foolhardy wife (Bates) prays that the 
Devil save his life. A satanic emissary 
(Rose Hobart) appears and saves 
Macready, who's now a different man, 
cruel and mysterious. Bates has fond 
memories of her Soul co-stars, 
particularly *Rose Hobart, the poor 
thing! There was a scene where I was 
supposed to slap her. Well, I would 
grit my teeth and try and try and try, I 
would get up to that point in the scene 
and I just couldn't do it. Instead of a 
slap, it would just be a pat—and a pat 
was no good for the scene. I guess the 


because finally she said, ‘Will you 
please—wil 
me?!' And to tell the truth, I don't 
remember now if I was ever able to 
really hit her or not, but I know she 
pleaded with me to do it, just to get it 
over with!" 
It was after her stint at Columbia 
that Bates had one of her best '40s film 
roles, as the long-suffering wife of mad 
illusionist Erich von Stroheim in PRC's 
horror melodrama The Mask of Diljon 
(1946), directed by Lew Landers. “Не 
was wonderful, von Stroheim," says 
Bates. “Му husband had told me about 
him—I was fairly young and I didn't 
know too much about von Stroheim, so 
my husband filled me in. I guess von 
Stroheim did the picture just because 
he wanted the bucks. And he got his 
girl friend [Denise Vernac] in the pic- 
ture, too, so she got paid! What im- 
pressed me was the fact that he would 
listen to what I had to say [in the 
scenes]. Most actors would ask you a 
question and you would be answering 
them, and their eyes would drift off to 
see who was coming in or who was go- 
ing out. I was very impressed with the 
fact that he would listen to anything I 
had to say!" 

In the '50s, Bates toiled on TV as 
well as in features, including a role 
which has completely faded from 
memory, as Peter Coe's wife in the 
jungle adventure Sabaka (1953) with 
Boris Karloff. She also worked regu- 
larly as a nurse—in the movies, that 
is—first in the supernatural Back from 
the Dead (1957), midwifing ghost-pos- 
sessed mom-to-be Peggie Castle, and 
again in The Strangler (1964), where 
mad mama's-boy Victor Buono mur- 
ders Bates for saving his ailing mom's 
(Ellen Corby) life. (“It was spooky 
lying on that gurney, being hauled out 
like I was dead! I remember thinking, 
‘My God, how horrible, that this could 
happen to a person!’”) She wore white 
on TV as well, playing the compas- 
sionate Miss Wills on the hospital 
drama Ben Casey (1961-66). 

Other TV roles included Rod Ser- 


ats were just driving her up the wall, | 


you p-l-e-a-s-e—just slap | 


Vampiric victim Bates isn't 
long for this world, despite 


* her doctors’ care in The 
Return of the Vampire. 


Sinking canoes, rickety ladders and freez- 
ing location work were just a few of the 
Phantom perils faced by Bates, Tom Tyler 
and Frank Shannon. 


ling's The Twilight Zone (in the cl. 
“Its a Good Life") and two vis 
One Step Beyond, hosted by direc- 
tor/producer John Newland. “I knew 
Newland from radio," says Bates, who 
appeared twice on Beyond, the first 
time as Mrs. Abraham Lincoln in “The 
Day the World Wept.” “I thought that 
was quite good, I liked doing that one. 


al star Bates stands ready for action 
with Tyler and *Wonder Dog" Ace in 
Columbia's The Phantom serial. 


I remember that the makeup on the ac- 
tor who played Lincoln, Barry Atwater, 
took hours. I did some research, of 
course, on Mary Todd Lincoln, but 
they wanted her to come across as a 
dreary lady so I got that black wig— 
and, come on, folks, that ain't gonna 
make you look glamorous!" In the '60s 
she also went back to her first love, the 
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The actress (seen 
here in a Columbia 
“glamorous pose") 
never kidded her- 
self that the studio 
had star-making 
roles in store for 
her. 


Bates owns the 
four-hour Phantom 
serial on video; but 
hasn't gotten 
around to watch- 
ing all of it yet. 


stage, in the Los Angeles area and on 
the road. 


* ilm work in the '70s included 
the satirical Suppose They Gave 
a War and Nobody Came? (1970) 
and one of her most unusual feature 
credits, David Lynch's experimental 
Eraserhead (1978). "That was quite an 
experience. One of the ladies in it, 
Judith Anna Roberts, who plays the 
girl in the room across the hall [from 
star Jack Nance]—she belonged to 
Theater West, a theater group that Т 
belonged to, and she recommended me 
for Eraserhead. I then went on an 
interview with David, then an art 
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student, and he said, ‘Oh, no, you're 
much too pretty.' And I said, “Мо, no, 
you don't understand. I can be pretty 
and I can be awful.’ So, I sold myself 
on how awful I could look. And it 
worked! Also, the man who played my 
husband, Allen Joseph, was from 
Theater West, so Judith got us a couple 
of jobs. 

"We worked at the Doheny mansion 
that the American Film Institute used 
to rent for a dollar a year. We shot in 
the mansion's stables—upstairs in the 
stables, they had living quarters for the 
grooms. It was great working for David. 
Ionly worked a week or so, and he in- 
sisted on paying us. Then, I saw him a 


couple of years later, in a bank, and I 
asked him how it was going, and he 
hadn't finished it yet, because he ran 
out of money! Finally, he got some- 
body to finance it and he finished it." 
The nightmarish student film 
(Lynch's feature debut) reportedly took 
a year to shoot and another year to 
edit; Bates and her husband caught an 
early "cut" of the cult-movie-to-be. 
“Му husband Lew, who was a writer, 
and I went to see it, the first showing, 
and Lew said to David, ‘Don’t you 
think it's a little Jong?’ And it was like 
stabbing David in the heart! Since 
then, they've cut it—that first [cut] was 
forever! But Eraserhead was what got 
him his start—it's still showing today, 
and, needless to say, Eraserhead got 
him The Elephant Man [1980]." 
Eraserhead also led to more film 
work for Bates, including the title role 
in the cannibal horror movie Mom. 
In the direct-to-home-video feature, 
Bates is the unsuspecting landlady of 
an unearthly "flesh eater" (Blade Run- 
ner's Brion James) who bites her, turn- 
ing her into a fellow carnivore (with 
fangs and yellow contact lenses). “Both 
the casting director and Pat Rand, who 
directed Mom, were ardently in love 
with Eraserhead, so that was part of 
the reason I got it. And, also, because I 
could scream good!" Bates laughs. 
Despite the makeup's discomfort, 
Bates enjoyed making Mom (“It was 
one of the first really good parts I'd 
had in a long, long time, and I liked 
doing it very much!"), not to mention 
the fact that it led to another horror 
role, as the senior sorceress of a coven 
of modern-day witches in director 
Brian Yuzna's Initiation: Silent Night, 
Deadly Night 4 (1991). *Oh, that disas- 
ter!" the actress scoffs. "I felt so sorry 
for that young actress [Neith Hunter] 
with all of those bugs crawling all over 
her—ai yi yi! That was a cheapie." 
Other roles in newer films have in- 
cluded director Lawrence Kasdan's 
Grand Canyon (1991) as well as Die 
Hard 2 (1990), as Bonnie Bedelia's 
sassy fellow airline passenger, and 
Dream Lover. Bates also still works on 
TV (The Commish), in commercials 
and on stage (most recently in Jean Gi- 
radoux's Ondine in LA), so apparently 
retirement is not yet on the horizon. 
"But, you know, you're semi-retired 
whether you want to be or not, when 
you get to be a mature lady!” 
According to Bates (widowed since 
1981), the important thing is simply to 
keep working, which is why, after a 
half-century in the business, she still 
belongs to acting workshops and does 
the occasional "freebie" play on the 
side. “A painter can go and paint, and 
a musician can practice by himself, 
and a composer can work at home, but 
an actor has to have an audience, to 
keep your 'tools' sharp. I'm not ready 
yet to ‘say die’!” сю 


АП Phantom Photos: Copyright 1943 Columbia Pictures 


Phantom Characters: Copyright 1994 King Features 


Don West 
with Bloop 
107 tall 
Space pistol, 
base and 
nameplate. 

{| included. 
$109.95 


fiction favorites! 


These kits are hand cast of high-quality polyurethane 
plastic, highly detailed and authentic. Models are 1/8 
scale. Figures come unpainted, but with painting 
instructions. Limited Quantity—so order today! 


The Time 
Machine 


War of the 


H.G. Wells’ 
Martian War 
Machine 
12" tall. Base 
[| and 3 figures 
[| included. For 
average model 
| builders, $79.95 


Morlock 
9" tall. 
Craft hair 
included. 
$79.95 


Also 
available: 
| 3 Stooges 
| Diorama 
5 
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Koep 


(continued from page 44) 


then, and I think it can be accepted 
now. The hardest thing was to decide 
not to be scared off by the similarities. 
They are similar stories, and that's 
that. I don't want to go out and make a 
bunch of changes that may be OK in 
1993 but won't hold up 10 years from 
now. Or will look silly and piss off 
many people, because it was done for 
the wrong reason. And keeping in its 
time frame—the '30s—was an impor- 
tant step toward that. You know, the 
Batman movies are present-day. 

CS: Sort of. à 
KOEPP: Yeah, they put it in a sort of 
Neverland. 

CS: It's claimed that this film is set so 
late in the 1930s it's almost the 1940s. 
Another person connected with the 
film says it's 1936. Which is it? 
KOEPP: It starts in ’26 and the action’s 
in '33. It will piss off the toy compa- 
nies that I said that, but I don't care. 
Even though it's a period film, we're 
seeing The Shadow through a '90s 
prism, so I thought we could do what- 
ever we want. 

CS: Do you think in doing a period 
piece the audience needs a modern- 
day prism in order to relate to the 
characters? 

KOEPP: I think whether they need it or 
not, it’s unavoidable because you, the 
writer, exist when you exist. Your 
mind is a great big filter and it’s just 
going to be there, no matter how hard 
you try. Look how Westerns from the 
'40s and '50s are different from West- 
erns today. In this case, The Shadow is 
supposed to be fun, and some of the 
fun we have is by being aware of our 
own time period. Not with anachro- 
nisms, but a sensibility. 

CS: The Shadow is an icon. Do you 
fear a backlash by fans who might dis- 
agree with your take that Lamont 
Cranston is intrinsically evil rather 
than someone who projects an evil 
persona for the psychological advan- 
tage it gives over his enemies? 

KOEPP: It's something that, believe 
me, I gave a lot of thought to. When 
The Shadow moved from one medium 
to another, they always changed the 
rules and fleshed out a little more of 
the story. I thought this would be our 
chance to give some background, 
which was really withheld in the pulp 
novels, and make up where he came 
from and how he became The Shadow. 
I know there are a great many people 
who love this story and this guy, and 
may not wish that to be his back- 
ground. But I hope they'll see it as we 
did—that it presents a more rounded 
character. Rather than being a periph- 
eral character, and really brings The 
Shadow to the center of the drama. Œ 


Crow 


(continued from page 12) 


comic by making Eric a musician, 
which he did in order to enable the 
film to use music to help define his 
character. In the comic, Eric had no 
specific profession (although O'Barr 
imagined him as a construction 
worker). But, the producer wanted him 
to have a defined role in society to bet- 
ter express the movie's main theme. 

"We went with a look which is 
evocative of the comics," he points 
out, "a very industrial look, and we've 
included in the film a good deal of 
industrial music. We have other forms 
of music—alternative, for example— 
but there was a decision to combine 
that visual look with an aural feel that 
would together create an entire world. 

“The other thing we added, which 
we felt would make an important inte- 
gration of the use of flashbacks in the 
comics and the film, is the ability to 
touch people to get their memories. 
Because, that way, when the Crow 
comes back from the grave, he can 
piece together, along with the audi- 
ence, exactly what happened to him. 
Not only can he touch people and get 
their memories, he also has the ability 
to touch objects and get a specific 
memory off that object, as well as to 
give memories, which is very effec- 
tively used. We enhanced that because 
simply going to flashbacks is not as in- 
triguing as being able to involve those 
flashbacks in a dramatic sense. Every- 
thing else is a faithful rendition." 

Most kept in touch with O'Barr dur- 
ing the entire creative process, inform- 
ing him of new decisions every step of 
the way. "So often Hollywood simply 
turns its back on the literary influence 
and forgets the writer of the original 
material,” Most affirms. "I felt that 
James' portrait of this world, his cre- 
ation of the comics in such a filmic 
sense, really demonstrated an under- 
standing of film. Every draft of the 
Script went to James right away, and 
his input was extensive in the details 
that evolved out of his comics that we 
either didn't notice or pay particular 
attention to. 

"We brought our production de- 
signer together with James in Detroit," 
he goes on, “had James take him to 
every place that was an influence for 
the locales in the comics and show 
him the entire world, from which our 
extremely skilled and talented produc- 
tion designer, Alex McDowell, made 
faithful renditions for sets and exteri- 
ors. In fact, the day James walked on 
the set, he said, 'I can't believe it. This 
is the street I lived on. This is the 
street of the comics.' He was in abso- 
lute shock at how perfectly the film 
had become his vision." 
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Coffee 


(continued from page 19) 


the Cartoonist (that’s what he’s called) 


appeared in that strip. 

“I divided the book into three parts 
for a couple of reasons. One was so 
that I would be able to do it, just in 
that it's easier to do eight-page stories. 
The other thing would be to expand 
horizontally, so that I wouldn't be 
stuck doing Too Much Coffee Man for 
the rest of my life. I wanted some 
horizontal leeway, so that I could do 
relationship stuff or move into doing 
serious things as well as humorous 
things, incorporate the different facets 
of my personality, to have enough 
variety in this comic book to keep me 
interested in doing it. I wouldn't want 
to draw a fat guy in longjohns forever. I 
just imagine myself at age 50 going, 'I 
hate this.' All bitter and vindictive. 

"Interpersonal things—the way 
people relate to each other—really 
interests me, and I do that through the 
other characters. 

"Too Much Coffee Man, I guess, 
represents my subconscious, or my 
unconscious. It's a great deal of free 
association and free-thinking, bad 
puns, slapstick humor, nickel 
philosophy. Like the cliché story, 
where I had Too Much Coffee Man 
fight Cliché. They fought by shouting 
clichés at each other. That was just 
goofy. 

"And then the guy that's reading it 
is talking about his relationship, he 
and his girl friend. Joel and his pla- 
tonic girl friend Trixie see a movie and 
talk about the clichés of moviemaking, 
and the clichés of getting drunk. But 
that's more realistic—how people lie to 
each other, how people are close and 
alienated. He says to his friend, ‘Does 
everybody feel as lonely and alienated 
as I do?’ And Trixie says, ‘No.’ 

“The Cartoonist part is about the 
struggle to produce artwork. I really 
wanted to get into what it’s like to 
produce something, and then the reac- 
tions that are given to what you pro- 
duce. It’s a really unique situation to 
produce this little comic book, and 
then you get a plethora of responses. 
There’s no making sense of it. And 
dealing with the absurdity of actually 
having an audience for the whole 
thing—I want to address that." 


heeler says, “The plotlines 
in my book are basically 
going to be...at first Joel is 


really into Too Much Coffee Man, as, 
like, an underground thing. As the 
Cartoonist gains popularity, he’ll go 
through a number of changes as his 
book moves from an underground 
thing into an overground, mainstream 
thing. At some point, Joel.will say, ‘Oh 
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f UNDAUNTED, TOO MUCH 
COFFEE MAN GOES iTO 
A MANIC PARANOID CAFFEINE 


Life is tough when you have a coffee mug 
for a head. The endless prodding, the 
teasing, the hideous jabs at your ego. It 
could all just make a superhero...snap. 


yeah, it used to be really good back 
when it was a mini-comic, but now 
that it's a cartoon on TV, it really 
sucks. They've totally diluted the 
original idea.’ Pll be trying to talk 
about artwork from different perspec- 
tives.” 

Plans for Too Much Coffee Man #3, 
due on the stands in August, call for 
that to be his “All-Origin Issue." 

"The origin of Too Much Coffee 
Man, which I've figuréd out my own 
little twist on, will be a bit more of a 
superhero parody than other things 
I've done. The origin issue will have a 
couple good twists. It will be an 
interview with the Cartoonist, talking 
about how he came up with Too Much 
Coffee Man. That's where I'll answer 
the ‘how did you think of that?’ 
question. It's the terrible truth that 
opportunism, or whatever, is the way I 
thought of it. I haven't figured out 
what I'm going to do with the rela- 
tionship portion. I might just have 
them talk about first love or begin- 
nings. Or I might do an ending, and 
have the ending of the relationship be 
symbolic of a beginning. There are a 
few different directions I could go with 
it. It's just a matter of writing a whole 
lot and then cutting down to fit into 
eight pages." 

And where does Shannon Wheeler 
hope Too Much Coffee Man will take 
him? "I'm very envious of Dave Sim's 
situation on Cerebus, where he's 
managing to put out a book regularly 
and able to make a decent living. I just 
want to put out my comic book and be 
financially stable. And then have my 
friends put out their comics. I like the 
notion of umbrella publishing, where 
we're all doing what we want to do." 

Ah, but that's a notion to ponder 
over tomorrow's cup of coffee. [Сэ] 
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Edge 
(continued from page 23) 


knows the genteel "laughing cavalier" 
hero is passé, but he still works to rec- 
oncile his more idealistic notions with 
the barbarism of today's comics and 
films. 

"Take a fight in the movies," the 
artist says. "It's not enough nowadays 
to knock the guy down, you've got to 
give him a couple of kicks to the head, 
a couple to the stomach, stomp him 
once or twice. And even that doesn't 
do it. One of the most frequent clichés 
today is to see a guy get his head 
blasted off after a tremendous fight, 
everyone says, ‘Ah, he's finally dead,’ 
and two seconds later, he's sitting up, 
ready for another go-around. 

"Comics reflect a preoccupation 
with power—grace is no longer a con- 
cern. Today, the heroes bristle with 
weaponry, and they're so muscular 
that they themselves are lethal weap- 
ons. Somehow or other, heroes have to 
be made likable and palatable, not just 
destructive. | 


could live with them?" 

Characterization and plotting 
two ways to take comics beyo 
the limitations of pure, dumb forc 
“We hope to give the characters. in 
Edge some possibility for develop- 
ment," Kane says. "You need space fo: 
that, sections where the story actually 
proceeds. You can't do any kind of 
narrative when you just draw full-page 
figures, or six characters jumping off a 
rooftop for two and a half pages." 

Certainly Edge should spark readers 
to ask whether superpowers would be 
a gift or a curse. Oddly enough, 
though, neither Kane nor Grant has 
thought much about whether they 
would want Ultimate-style abilities. 
"It's something I write, not something I 
dream about," says Steven Grant. 

"The one time this came up was 
ages ago at the Marvel offices. John 
Byrne and somebody were getting into 
an argument.about what superhero 
they would be if they could. Byrne's 
response was that he would be Iron 
Man. Iron Man is a guy, who dresses 
up in all this armor and gears up with 
all sorts of weapons. He's not out 
ighting the villains with his bare 
hands—he stacks the deck. 

"I said I would be Hawkeye. Every- 
one was going, 'Hawkeye?! Why?' I 
said, because then I wouldn't have to 
get within 100 yards of anybody I'm 
ighting!" 

Would Gil Kane want superpowers 
if they were on offer? “I would take 
'em immediately," he answers wryly, 
"to protect myself against the coming 
annihilation. I would probably end up 
being the only person left in the 


world." [сэ] 
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These guys are too |t: 
inhospitablé*:to last forever—who 


Eudaemon 


(continued from page 27) 


the buyers a glimpse of upcoming 
characters." 


elson's first work in comics was 

painting covers for Ghost Rider 

and RoboCop, and he says that 
painting is still a source of pleasure 
and professional challenge for him. 

“I don't know why I enjoy it, but I 
do,” he observes. “The subject matter 
makes a big difference. If I were an il- 
lustrator painting tubes of toothpaste, I 
probably wouldn't enjoy it much—but 
painting large purple demons is fun! 
Plus, you never know what you're go- 
ing to get; you can stand back and say 
this one was great and this one was 
lousy, but how did that happen? It 
isn't easy, even though some people 


n high КЫЙ) 
for friends, and started stretching him- 
self artistically while his classmates 
were learning the basics. 

“When t to college; there were 
people who e much, while I 
had been worki my stuff for 
years,” he says. “If someone were to 
ask me for advice, I would tell them to 
practice. Work on your stuff, try differ- 
ent things. Don’t just read comics and 
copy what you see there, because then 
you're not going to create anything 
original; you're just doing second-hand 
‘hot artist’ stuff. Study some of the re- 
ally great artists, and not just comic 
guys. Look at an anatomy book. Then, 
study what you did and try to figure 
out what you've done right and wrong. 
Doing it helps young artists much 
more than a few tips from a pro glanc- 
ing over their portfolios at a con." 

In the meantime, Nelson admits that 
he's having a blast turning his purple 
demon loose on New York. “I 
sometimes think that I’m having more 
fun making it than anyone could have 
reading it," he confesses, "but it has 
been great having the chance to do this 
book. I think the fun shows—and now 
we're setting the stage for some big 
happenings. After I finish the next few 
covers I'm working on, there's tons of 
stuff ready to go in Eudaemon." — «& 


Hamill 


(continued from page 29) 


compliment," he confesses, rather 
more than happily. But it wasn't 
Hamill's dedication to Batman as a 
comic book character that earned him 
his chance at giving children 
nightmares. After playing Wolfgang 
Amadeus Mozart on tour for a year in 
Amadeus, he perfected a high-pitched, 
annoying laugh that he utilized when 
auditioning for the smiling villain. 
"Apparently," he says, “that’s what 
got me the part, the laugh. One thing 
that's great about doing the character is 
he's just such a rich loony.” 
В (now on video) gave Hamill 
another chance to spread his 
wings as the Clown Prince of Crime. 
"They pretty much handled the Joker 
origin in the Tim Burton movie, but in 
our continuity, the Joker did not kill 
Dr. and Mrs. Wayne—that was purely 
an invention of the movies," he says. 


atman: Mask of the Phantasm 


|. “Mask of the Phantasm is our take on 


Batman’s origin. My Joker is anything 
but subtle, so when he appears halfway 
jugh the movie, he's much like the 
iie in Aladdin—he's just a burst of 
ergy!" 

After finishing 13 episodes of the 
séries as the grinning baddie, Hamill is 
still incredulous about the types of re- 


| strictions his character must accom- 


modate, right down to the inability to 
say “killed” on an animated show. “So 
you're the man who iced Batman,” he 
notes. The mildly homicidal voice be- 
gins again, “So you’re the man who 
whacked Batman.” Within the same 
breath Hamill has returned: “Whack? 
A Mafia term is acceptable in place of 
‘killed’?” 

Hamill’s biggest regret in voicing 
the Joker is that he hasn't been able to 
do it enough. He's happy, though, that 
Hollywood has finally done it right. 

"Batman has been a dream come 
true," he says. "For writers, they fi- 
nally got people who have written 
comic books as a livelihood to work on 
the show. When TV producers buy 
Wonder Woman, they usually hire a 
couple of Hawaii Five-O writers! And 
now, I think for the first time in an an- 
imated series, they have people with 
comic book backgrounds. You 
wouldn't think it's that unusual, but it 
is. 

"What they've done with this series 
is about as much as we comics fans 
can hope for," Mark Hamill says, *and 
I think it's setting a trend. They're 
about to do Spider-Man, and Batman 
is the standard against which every- 
thing else is judged, and that's good for 
us because there's a copycat mentality 
in Hollywood. Isn't it better for them to 
copy the good stuff?" [Сэ] 
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Maximortal 
(continued from page 39) 


to give it form visually. And before you 
know it, we had this whole imaginary 
line of comics from the '60s. 

"One of the things Alan asked us to 
do was to approach the art the way 
Marvel comics probably really were 
drawn in the '60s, which was to do 
two to three pages a day, complete, 
which is a Jot of work. Either it's a lot 
of work or you have to find many 


shortcuts. We did it. It was amazing. In < 


a week, we would have а book done. It 
was great, seeing it come together so 
quickly. 

"A lot of the fun, even on the pro- 
duction end, was designing the pack- 
age so that it looked and tasted and 
smelled just like those old pulpy 
comics. The dot patterns were big, just 
like in the '60s. We spent a lot of time 
replicating the tactile feel and look of 
the books. 


“Dreams are very much an art form that 
we all create,” states Veitch. “We all share 
in it." 


"The best part of it was that the 
book sold like hotcakes, and we all did 
really well—well enough so that we 
can go off and work on the projects 
that really mean a great deal to us now. 
We don't have to make a living doing 
commercial comics for a while." 

In fact, Moore, Bissette and Veitch 
are already brainstorming a post-1963 
project, of which Veitch will say no 
more than, “It’s something a bit larger 
than 1963, and a bit more modern." 

Then, there's the oft-mentioned 
Hellhead graphic novel, co-written by 
Veitch and John Totleben, and painted 
by Totleben. "Probably 25 pages are 
complete at this point," Veitch ex- 
plains. "It's absolutely knockout stuff. 
John has really outdone himself with 
this painted work. It's like he has re- 
invented painted superhero comics. It 
might take a couple of years before 
people see it, though, because work on 
it has been agonizingly slow due to all 
the detail he's putting into it. 
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“What’s interesting about Rare Bit Fiends 
is that I try to offer representations of the 
serial phenomena of dreaming," says 
Veitch. 


"The story involves two characters, 
in the modern age. The Scourge is a 
cross between Batman and Iron Man. 
Runamok is like the Hulk to the nth 
degree. They're having this battle, in 
Sodom City, literally tearing the city to 
its foundations. Runamok really does a 
number on the Scourge, to the point 
where the Scourge is almost dead. He 
has a near-death experience and begins 
to meet people from his past. That be- 
gins a series of flashbacks that define 
who he was, and who Runamok was in 
the earlier decades of their life, going 
back to the '30s. By the time you get 
back to the '30s and the '40s, the 
Scourge is a character like the Spirit 
and Runamok is his chauffeur or side- 
kick. And how they got from that point 
to the completely over-the-top point 
that they're in now is what the story is 
all about." 

Rick Veitch confesses, “I’m a sucker 
for comics on a nostalgic level. I grew 
up loving comics, reading them and 
creating many of them from the time I 
was a little kid, using comics as my 
own means of self-expression. I lived 
comics very organically; it was a real 
part of my life. And I love all that stuff. 

“When you look at the things I did 
in the 1963 series, instead of the 
cynical, dark, satirical approach, it’s 
the completely in-love-with, happy, 
fun-fun approach of superhero comics 
in their purest form. I tend to see the 
King Hell stuff as a more pointed satir- 
ical tool to make people look at these 
things much closer, or to break through 
the simple entertainment value that 
most people associate with these types 
of comics." 


All Fiends Art: By & Copyright 1994 Rick Veitch 
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hree More years of The 

Simpsons! Woo-hoo! The 
Fox Network has renewed its 
animated family for another 72 
episodes. Film Roman is cur- 
rently producing the show's 
fifth season (Klasky-Csupo pro- 
duced the first three). That's 109 
episodes so far; the renewal 
boosts the total to 181 episodes. 
This will make The Simpsons 
TV's longest-running primetime 
animated series, surpassing The 
Flintstones' original run of six 
years, 166 consecutive episodes. 
And, it's possible The Simpsons 
could be renewed beyond eight 
seasons. 

This fall, the first four sea- 
sons—83 episodes—will air 
daily in syndication. 

Homer Simpson Meets Fred 
Flintstone: Two episodes of The 
Simpsons have already paid 
homage to its prehistoric ances- 
tors. In the fourth season epi- 
sode, “Kamp Krusty,” the family 
meets Fred, Wilma and Pebbles 
sitting on their living room 
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couch. In another fourth season 
episode, “Marge vs. the Mono- 
rail," Homer parodies Fred leav- 
ing work for home. It’s likely 
there will be another homage 
once the show surpasses The 
Flintstones’ 166 episodes. 
Animation Online: Have a 
computer and a modem? If so, 
you can access a wealth of ani- 
mation on BIX, a service of Del- 
phi Internet Services, which is 


The Fe 


transitional film betw 
Disney animated clas: 
and present. 
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part of Rupert Murdoch’s News 
America Corp. Since ‘89, BIX 
has had a real-time Animation 
Conference on one Sunday each 
month. Moderated by animation 
experts Harry McCracken and 
Emru Townsend, the conference 
allows members to participate in 
trivia contests, learn animation 
facts, chat with special guests 
and discuss favorite cartoons. 
BIX also provides an easy-to-use 
gateway to many animation-re- 
lated areas on the Internet, 
where fans worldwide can ac- 
cess episode guides, answers to 
commonly-asked questions and 
discussions on Disney, Japanese 
animation, Warner Bros. ’toons, 
etc. BIX also has an SF confer- 
ence and one hosted by SF au- 
thor Jerry Pournelle. 

To sign up for a BIX account 
and receive five hours of BIX for 
$5, users should dial (800) 695- 
4882 using a modem. Press a 
few carriage returns until the 
Login: (enter *bix") prompt ap- 
pears, then type “bix” and press 
the Enter key. At the Name? 
prompt, type *bix.sf" and press 
the Enter key. The system will 
then prompt callers through the 
signup process. A major credit 
card is required. For more in- 
formation on BIX by voice 
phone, call (617) 354-4137. 

Congratulations: To Klasky- 
Csupo for Rugrats winning the 
CableAce Award for Animated 
Programming Special or Series, 
in ceremonies held January 16. 
Rugrats has completed its fifth 
and final season (13 episodes 


and the Hound was a 


per season), with 65 episodes 
entering the rerun zone on 
Nickelodeon. The show airs 
Sundays at 10:30 a.m. EST. 

The 25th Annual ASIFA- 
East Awards were held January 
27 at the Donnell Media Center 
in the New York Public Library. 
ASIFA-East, which is the New 
York chapter of the International 
Animated Film Society, focuses 
their festival on commercials, 
independent shorts and student 
films (as opposed to the Annie 
Awards from ASIFA-Holly- 
wood, which honors commer- 
cial and mass-media animation). 
Previous winners have included 
the pilots to Doug and Beavis 
and Butt-Head. The shorts are 
currently circulating at schools 
and chapters of ASIFA. This 
year's winners were: 

Student Entries, First Prize. 
“Above Average," by Benjamin 
Maxfield. 

Best Entry Under Two Min- 
utes: "Comic Book LD.," by 
Steven Dovas. 

Best Entry Over Two Min- 
utes: “Mrs. Matisse," directed by 
Debra Solomon and animated by 
Ken Kimmelman. 

Charles Samu Award: 
“Enough,” by Emily Hubley. 

Soundtrack, First Prize: 
“Homework Creature, Double 
Feature,” by Michael Sporn. An- 
imation: Caleb Sampson, Heidi 
Stallings and Linda Hunt. 

Concept, First Prize: “Niet- 
zsche Pops,” by Ben Hillman. 

` Design, First Prize: "Ape," by 
Julie Zammarchi. 


A certain mouse visits a land 
of giants in Mickey and the 
Beanstalk. 


Animation, First Prize: 
“Musical Max,” by Weston 
Woods Studios, Inc.: Virginia 
Wilkos, Ty Varszegi. 

Direction, First Prize: “Mr. 
Morton,” by J.J. Sedelmaier and 
Tom Yohe, Jr. 

Anyone can enter the festival 
but only members can vote. In 
addition to New Yorkers, 
ASIFA-East members include 
folks from Boston and the Rhode 
Island School of Design. Mem- 
bers also enjoy monthly 
screenings and the newsletter, 
ANYMATOR. For more infor- 
mation, contact Linda Simen- 
sky, President, ASIFA-East, 470 
W. 24th Street, #15A, New York, 
NY 10011. 

New on Home Video: The 
Fox and the Hound, Disney’s 
24th full-length feature, was re- 
leased March 4, Based on the 
book by Daniel P. Mannix, the 
story focuses on two friends 
who don’t know they’re natural 
enemies: a mischievous fox, Tod 
(voiced by Keith Mitchell as a 
cub, Mickey Rooney as an adult) 
and a playful bloodhound, Cop- 
per (Corey Feldman as a pup, 
Kurt Russell as an adult). Their 
friendship is tested as they grow 
older, as Copper's cantankerous 
owner, Amos Slade (Jack Al- 
bertson), sends Copper to track 
down the fox. Pearl Bailey 
voices Big Mama, a matronly 
owl who helps Tod in his philo- 
sophical and romantic entan- 
glements. 

First released in 1981, the 
83-minute film grossed $40 mil- 
lion, adding $23 million in its 
1988 re-release. It served as a 
transitional film for the studio, 
as it blended the talents of two 
of Disney's “Nine Old Men,” 
Frank Thomas and Ollie John- 


ston (STARLOG 7422-3), with 
the younger generation of ani- 
mators honing their skills for 
Disney's later mega-hits. Glen 
Keane, who choreographed the 
climactic bear fight sequence, 
also animated the Little Mer- 
maid, the Beast and Aladdin 
(CS#22). Other key animators: 
John Musker and Ron Clements 
(directors of Aladdin), John Las- 
seter (director, PIXAR's Oscar- 
winning Tin Toy), Darrell Уап 
Citters (director, *Box Office 
Bunny") and Jerry Rees (direc- 
tor, The Brave Little Toaster). 
Richard Rich (now directing The 
Swan Princess), Art Stevens and 
Ted Berman directed The Fox & 
the Hound. 

The digitally remastered 
video, available on both VHS 
and Beta, retails for $24. A 
video and plush pack, which in- 
cludes a plush toy of Copper the 
pup, is $29.99. There are no cur- 
rent plans for a laserdisc release. 

Pooh is in the forest: Walt 
Disney Home Video is celebrat- 
ing the 70th anniversary of A.A. 
Milne's Winnie the Pooh with 
three video collections. 

“Pooh Storybook Classics" 
came out in January. These are 
the four original animated adap- 
tations, all 25 minutes in length: 
Winnie the Pooh and the Honey 
Tree (1966), Winnie the Pooh 
and the Blustery Day (1968, Os- 
car-winner for Best Cartoon 
Short Subject. This was the final 
animated production Walt Dis- 
ney approved before his death), 
Winnie the Pooh and Tigger Too 
(1974) and one produced by 
Rick Reinert Productions, Win- 
nie the Pooh and a Day for Eey- 
ore (1983). 
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"Pooh Playtime" is a set of 
three volumes containing three 
episodes each from the TV se- 
ries: “Cowboy Pooh," “Detective 
Tigger” and “Pooh Party," re- 
leased in February at $12.99 per 
volume, at 46, 52 and 46 min- 
utes respectively. 


Video allows a chance for fans to slow down and actually read 
the credits of Disney's The Prince and The Pauper. 


"Pooh Learning" debuts May 
6 with three cassettes: “Sharing 
and Caring" (three TV episodes), 
"Making Friends" (four epi- 
sodes) and "Helping Others" 
(four episodes) at 45, 40 and 45 
minutes respectively. These 
contain a different set of nine 
flashcards. 

Disney's “Favorite Stories": 
This is a collection of four Dis- 
ney featurettes released January 
28 on video, each priced at 
$12.99. The titles are: The 
Prince & the Pauper (1990, 33 
minutes), Mickey & the Bean- 
stalk (1947, 29 minutes. Origi- 
nally part of Fun and Fancy 
Free), The Legend of Sleepy 
Hollow (1949, 33 minutes. Orig- 
inally part of The Adventures of 
Ichabod and Mr. Toad) and Pe- 
ter and the Wolf (1946, 30 min- 
utes. Originally part of Make 
Mine Music. This volume also 
includes Music Land and Sym- 
phony Hour). An illustrated sto- 
rybook is included with each 
video. 

When The Prince and the 
Pauper was shown theatrically 
with Rescuers Down Under, the 
end credits whizzed past faster 
than those for Rescuers. On the 
home video, the credits appear 
to move at a slower, more read- 
able pace. At least, you can 
freeze-frame them to learn of the 
many talented artists who con- 
tributed to the film. 

— Bob Miller 
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AII Video Volumes Art: Copyright 1994 The Walt Disney Company 
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n's to action. SUPERMAN: BETTER THAN 
~ EVER contains eight 11" х 14" full color scenes. 4. 

rry, Se Hd are limited and going fast! 


Send P" STARLOG PRESS, 475 Park Avenue South, NY, NY 10016 
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DC COMICS COLLECTIBLES 


All Rights Reserved. 
Zanart Authorized User. 
ChromArt is а trademark of 
Zanart Publishing Inc. 
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CUTAWAY POSTERS 


A Treasure-Trove of Information 


THE NEXT GENERATIO о" Stunning Wall Posters! 


SIAN inier 


cw P be wo. = 
A — 5 © ` = | : F 
ENTERPRISE A Limited Edition 


set against a 

space background, 
specifically 
created by award- 
winning illustrator 
Brian Sauriot. The 
gaseous cloud was 
inspired by the 
Mutura Nebula 
while the planets are 
of a type never 
before 
encountered. 

36" x 24". $12.95. 


NEW! A smatier " ү — JEW! мот aunty 
USS ofthe à Т | "SHORT SUPPLY 

ажына. SPECIAL LIMITED EDITION 
ENTERPRISE ' PRINT : A collector's edition! 
NCC-1701-D Printed on premium acid-free 
poster (below) is 4 110-16 Eloquence stock, 
now available. Same ` di Б. ' signed and numbered by 


detail, same quality, 
but available in 36" x 
24" size. $10.95. 


м. designer/illustrator, 
Christopher Cushman. 
(48" x 25.5") $40.00 


"EJ More than 2 1/2 years 
were spent creating this 
cutaway poster to 
ensure accuracy. 
Contains little-known 
details and 120 callouts 
on the Engine 
Propulsion, Tactical 
Defense, Navigation, 
Computer and Command 
Systems of the 


m 
ENTERPRISE 
NCC-1701-D. 
Poster art electronically f 
enhanced and color-cor- 22 24 
rected on the new 
Kodak Premier System 
to match original art 
prior to printing. This 
poster (25 1/2” x 48”) 
will be printed on 100 Ib. 
white paper stock and 
shipped in a tube. 


STAR TREK. 


Original, Hand-Painted 

Animated Art 

$275 each 

SPECIAL OFFER! 
Order 6 and pay only $1500! Yes, please send 
me the following 6 cels: P (ees 
. .,.  .lam enclosing $1500 plus $13.95, to 
cover postage & handling. 


TM,9 &©, 1994 PARAMOUNT PICTURES ALL RIGHTS RESERVED. STAR TREK 6 is a registered trademark of 
Paramount Pictures. JDT Associates Inc. authorized user. 


Send cash, check or money order payable to: 
CUTAWAY POSTERS 


STARLOG PRESS 
475 Park Avenue South 
Please indicate quantity being ordered. 


NoxoYoric NYRODIÉ: Print Name as it appears on your card 
lew York, Loud 
Method of Payment: eu co 


READY TO HANG OR DISPLAY! 


АТАК TREK 


$275 each! 


ORIGINAL, 


25 


Star Trek & © 1994 Paramount Pictures Corporation. All Rights Reserved. 
Star Trek is a registered trademark of Paramount Pictures Corporation. 


POSTAGE & HANDLING (Surface mail): USA $5.50; 
CANADA $10, Canadian residents add 10% sales tax; 
OVERSEAS $15. 
Send cash, check or money order to: 
STARLOG PRESS 
475 PARK AVENUE SOUTH 
NEW YORK, NY 10016 


Method of Payment: 
(Cash ОСһеск ОМопеу Order 


Handsomely 
Matted and 
Framed! 


By special arrangement 


= P 
HAN D Al NTE D with Paramount Pictures 


and Royal Animation Art 


Inc., we are pleased to ojjer 
AN | MATE D AR T zo originan, handpainted 
inal, hand-painted 
й ion cels, based on 


those actually used in 
Star Trek, the animated 
television series. 


Each cel is a complete 
original animation jrame, 
created by talented artists. 


Your cel will be one oj 
only 500 ever made. It will 
be individually numbered 
and come with its own seal 
and a certificate of 
authenticity. Beautifully 
painted on acetate, these 
magnificent pieces measure 
approximately 11 1/2” x 8 
1/2". Matted and framed 
they are an impressive 
14" x 18”, 


Print Name As It Appears On Your Card 


State Zip 


$i! — U.S.S. ENTERPRISE with Space 5 
^. Background (NEW!) а Check U Money mee! Please indicate order number and quantity of Discover UMaster Card QVisa 
per $12.95 ^ Order О Cash each cel being ordered. Your Signature 
i (à MasterCard à Visa Q Discover айе ity ip Cel # Quantity И К _ 


42 — U.S.S. ENTERPRISE NCC-1701-D (NEW!) 
(36" X 24") $10.95 


ПЕСМЕ. EE, C Total enclosed: $ 


Cel£ . Quantity 


т - Account No. 


IF YOU DO NOT WANT TO CUT OUT COUPON, WE 


343 — U.S.S. ENTERPRISE NCC-1701-D 
(48" x 25.5") $19.95 

#4__ SPECIAL LIMITED EDITION (NEW!) 
(48" x 25.5") $40.00 


cont No) T 
Card Expiration Date: / (Mo./Yr.) 
Add postage & handling charges: USA $5.50: CANADA 
$8. Canadian residents add 10% sales tax. U.S. funds 
only. Sorry no overseas orders. 


Your Signature 


If you do not want to cut out coupon, we accept 
written orders. Please allow 4 to 6 weeks for 
delivery. 


Cel#_ Quantity  — 
Cel — Quantity .— 


Write additional orders on a separate sheet of paper. 


Card Expiration Date: 
Your Daytime Phone #: ( ). 


WILL ACCEPT WRITTEN ORDERS. 
Please allow 4 to 6 weeks for delivery. 


32 poges of beoutiful girt 


Swimsuit Specials - Pin-up Art 


Art of Homage #1 (image - 48 pages - Sale!) $2 
Image Swimsuit Special #1 (32 pages - Sole!) $1 
ioge's hoftes! 011515! Full color 


All items in 
this ad are 
50% Off! 
Нипү! Limited 


ы 


$4 COMICS 


Adv Superman 500 50519 - Newsstand) 
Archer & Armstrong 9-16.19 
Arcadia 1-4 Blaze 4! 2 
Batman 441 442 445 500(Newstand) 
Blood Syndicate 1 Cain 1.2 
Codillocs & Dinosaurs |  Deothbiow | 
Dorkhawk Annuo!2  Dorker Image ! 
Deathmate Prologue #0 

Dr. Mirage 1.24 Doom 2099 12.13 
Dinosaurs For Hire 1-8 — Ex-Mutonts 1-7 
Eternal Worrior 7 9-16 Ferret 1 
Gravestone 1 Genesis Ashcan #1 
Golden City 1-4 — Hordwore | 
Guardians Galaxy 42.44.46 Него 2-4 
Harbinger 16-25 Image Swimsuit ! 
Hard Corps 2-9.11-18 Iron Man 290 
Lobo Blazing Chain of Love | 
Magnus 21.22 24-33, vs. Predator 2 
Mod Оор! Motormouth | 

Namor 37,3945.46 1963 #1256 


Action 686,687 693,694 696,697 
Adv Superman 500,501 505(Collector) 
502,507-510, Annual 5 
Aliens: Colonial Marine 1.4 Rogue 2 
Aliens vs. Predator 11 #2 (New) 
Art of Homage | (48 poges - Image) 
Amazing Spider-Man 366 368,373 
374,376, 378,382-388, Annuol 27 
Avengers 360 Avengers Strike File | 
Batman 493-499 501-503, 505 
500 (Collectors Edition) 
Batman: Legends of Dark Knight 1-7 
23-25,28,48,51-57,55,57 
Bloodshot 2-5,8, 10,13,16 
Bloodstrike 1.3.6.7 Brigade ll 14-7 
Brigode 3.4( 1s! Senes) Cyberforce 1 #1 
Coptoin America 423-425, Annual 12 
Codename: Strikefile | Death 3 
Daredevil 324-327, Annual 9 
Dark Horse Comics 7 (Stor Wors), 16 
Deep Space Nine ! 2 (Stor Trek) 
Detective 660.662.664 666-672 
Dr. Strange 6! Exiles 1-4 
Freex 1-5(Lim 2) Good Guys 2.4 
Ghost Rider 1820-24 28-35,37.40-48 
Hero Botmon Special ! Hulk 409 413414 
Images Shodowhawk 1-3 ЛА 71(1s/) 
Infinity Crusode 1-6 JL Tosk Force 5 
Lobo | Lobo: Infanticide !.3 


New Warriors 43,45, Annual 3 
Protectors 1.3-10.12.13,16 

Punisher 75 Punisher 2099 $1.15 
Punisher Wor Joumol 50.61 
Punisher Wor Zone 18,19.22-25 

Roi 9-11.13.18 Ravage 2099 3.5 
Ren & Stimpy 16 Resurrection 1.4 
Robin 1 #1 Secret Defenders ! 2.14 
Savage Dragon vs. Megaton Man | 
Secret Weapons 2-4. 7.9 
Shodowmon 11-15.17-19 

Silver Sable 1 Solar 19-22 25-27.30 
Spirits of Vengeance 5.7.12.16 
Stotic | (Bagged) Steel Harbor 1-4 
Superman 82 (Newsstand Edition) 


Thor 460.468 Tribe! Turok 1,3,5 
Vortex 1 Warlock & Infinity Watch 1.7 
X-Foctor 72.84.87, Annuol 8 
Youngblood: Strikefile 1 


New Mutants 100 (3rd Print) 
Omega Men 5 Q-Unit ! (ит!) 
Phantom Force | (Jock Kirby) 
Robin | (Collectors) Savage Dragon #3 
Savage Dragon II #2-6 (Regular Series) 
Shodowhawk 3.4 Shadow of Bat 16-2! 
Shodowhawk Il 1-3 Shoadowhawk III 1 
Spawn 8,9,1 1-13,15-18 
Spect Spider-Man 201.202 204-210 
Spider-Man 16,27,30,31,38-45 
Spider-Man 2099 4.6.12.13.17.19 
Spider-Man Mutant Agenda 40. !.2 
Star Trek: Deep Space Nine ! 2 
Stormwotch 1-7 Supreme 2-8 10 
Superman 76, 78-80,84-87, Annual 5 
Supermon Man of Steel 
19,20,22.23.26,27.29,30, Ann 2 
Steel 1 (New!) Super-Potriot 1-3 
Team Youngblood 1-6 
Uncanny X-Men Original | (199) 
Union 2.4 Wagt if 48 58 
Venom 2.4 Venom Enemy Within 2 
Wild Stor 1.2.4 Wizard 21.27 
Web of Spiderman 90 (Gold cover) 
100, 101.105, 107-110, Ann 9 
X-Factor 90.91.95-97,99 
X-Force 15-17.19-22.26.28-32 
X-Men Adventures 8. 10-15(1s! series) 
X-0 Manowar 13-18.20-22.24,27.28 


Mega Specials - Mega Specials - Mega Specials 


Armorines 1 (Limited Gold Cover) 
Avengers 368 (X-Men), 369 (X-Men) 
Avengers West Coost 101 (X-Men 
Batman 493-499(1 st Print), 500(Collector's) $2 
Limit 1) $7.50 
Daredevil: Man Without Fear 1.2 $10 3 $5 45 $3 


Batman vs. Spawn 1(15! Print 


Excalibur 71 (Hologram Cover 


Gombit 1.2 (1s! Series - Lim 2) $5 
Infinity Crusade 1-6 (Ron Lim art) 
3.4 (Limit 2) _ $7.50 


Marvels 1.2(Lim 2) $10 
Sabretooth 3,4 (Limit 2) 


Avengers 368-372 Brigade 1 2(Min 
Amozing Spider-Man 365 


Cable 1.3.6 Dark Dominion 1,3,4 
Cyberforce 2-4 Excalibur Annual | 
Daredevil: Man Without Fear 4.5 
Firearm 2-4 Freak Force 1-3 Gombit 3.4 
Horbinger 8-10,12,13 Hard Corps | 
Hordcose 1-7 Magnus 15-20 
Mantra 1,3,5(Lim 2) Nightmoan 1-4 
Prime 5-7(Lim 2) Prophet 1-3(Lim 2) 
Pact 1 Prototype 1-35-7 Rai 67 
Shadowmon 4.6,10.16 (Lim 5) 
Simpsons 1.2 Sludge 1-3 (Lim 2 
Solor 12,23 Solitaire 2 3(Lim 2) 
Spawn 6,7 Spider-Man 6.7.9-12.26 
Spider-Man 2099 #1 $Storblost 1.2 
Strangers 1,3,5-7 Superman 81 
StormWatch Sourcebook ! 

The Solution 2-5 (Limit 2) 

Uncanny X-Men 284-291 294 297.298 
299,302,303,305-313, Annual 17 
Unity #0 (Limit 2) Vanguard 1-4 
Wild CATS 1.4.5. Sourcebook 1 
Wolverine 73. vs. Punisher 2.3 
Wrath 1.2 X-Force 1(60id).2-14 
X-Men ! (Deluxe), 2.14-17,26-32 
X-Men Adventures 1 -3.6. Vol I #1 
X-Men Anniversary Magazine | 

X-Men Wedding Magazine | 
X-Men vs. Dracula 1. X-Men 2099 #1 
X-0 Manowar #0, 25 Youngblood 4 


Arcadia Limited Collechon $10 
Botmon Lonely Ploce To Die 4.95 


Limit 2) $5 


50% ONL 


* Important - 50% Off Discount Expires after July 30, 1994! 


$80 Shadowmon #0 (Limited Gold Cover $80 
$3 Spawn 1.3.5 (Lim 2) $10 
Spawn vs. Batman 1(1s! Print - Limit 1 $7.50 
Uncanny X-Men 278-283, 300 (Limit 2 $5 
284-291 294,297,299, 301 -303.305-313 $3 
Uncanny X-Men 304(Hologrom Cover - Limit 2) $7.50 


Limit 2) $7.50 Wolverine 75 (Hologram Cover - Limit 2) $10 
3.4 $3 X-Men 2.14,15,17,26-33 (Limit 2) $3 
$2 X-Men: Day of Future Past (48 poges) $6.95 


Action 689-691.695(Collector) 
Archer & Armstrong О, 1-5,8 (Lim 2 
Avengers West Coast 101 (Lim 2) 
Bartman ! (Limit 1) Bloodshot 7 
Cable ! (Mini) Dark Horse Comics 8 
Doredevil Man Without Fear 3 
Deathmate: 

Blue, Block. Epilogue, Yellow 
Gombit 1,2 Eternal Warrior 1.3.5.6 
Itchy & Scratchy 1 (Limit 1) 
Legends World Finest | Prime 1-4(Um 2 
Sabretooth 3.4 Strangers 2(Lim 2) 
Savage Dragon 1.2 (1s! Series) 
Shadowhawk 2 (1s! series) 
Spider-Man Unlimited 1-4 (Lim 1) 
Uncanny X-Men 278-283.300 
Unity 1 X-Factor 92 (Hologram) 


JIo 
249 


Cyberforce 1 (with coupon 

Dorker Image | (Piotinum cover) 

Deothmate: Block (Gold cover 
Blue(Goid cover), Yellow (СОК! cover 

Eternal Warrior 4 Harbinger 6 

Magnus 5(w/ coupon) Rai #0 

Shodowhawk 1 (wil coupon 


OC Bloodlines (Per Pock) $1 
DC Cosmic Teoms Box (Sale!) 19.95 
Death Superman (Per Pock) 3.00 


X-Factor 92 (Hologrom Cover 
$5 X-Force 25 (Hologram Cover 


Botmon/ Judge Dredd Judgement 4.95 
Botmon/Judge Dredd: Мого 5.95 
Ghost Rider Fear 4.95 
Ghost Rider Ressurection Trode 12.95 
Golden City Limited Collechon $10 
Jurassic Pork Trode(w/ issue #0) 9.95 


Life of Groo Graphic Novel 9.95 
Punisher: Die Hord in Big Easy . 4.95 
Roi Trade (19 Prinf) 12.95 


Savoge Drogon Тгобе(іѕѕџе 1-3) 9.95 
Shodowhawk Trode(Issues 1-4) 14.95 


Spider-Mon Soul of Hunter 4.95 
Stor Trek: Stor Los! Trade 14.95 
Steel Horbor Limited Collechon $10 
Venom: Retums Trade 12.95 
X-Force & Spider-Man 6.95 
X-Men Adventures Volume 1 4.95 
X-Men Anniversary Mogazine $3 
X-Men Days of Future Past 6.95 
X-Men Wedding Mogazine $3 
X-O Manowor Trode 9.95 


Comic Girr Bacs 
Collector Gif Bag (10 comics $7 


10 very voluabie comics! Lots of # 1's! 
Comic Surprise Bog (20 comics) $9 
Contoins 20 dierent superhero comics! 


Deothmate Blue & Yellow Box . 24.95 
Deep Space Nine Limited Set 9.95 
Morvel Mosterpieces Il Pock 1.50 
Marvel Senes | Pock (eoch) 4.00 
Marvel Senes Ill Pock (each) 1.50 
Marvel Series IV Pock $1 Вох 29.95 
Punisher Gunpowder Cords (pock) $1 
Ren & Stmpy Prism Pock $2 Box 49.95 
Silver Surfer Prism Pock $2 
Spiderman (Fleer) Pock $2 Box 69.96 
Stor Trek: Master Series | Pock 1.50 
Stor Trek: Master Series | Box .. 49.95 
Superman Retums Pock $1 Box 24.95 
Vobont Ero Cards Pock $1 Box 19.95 
Valiant Unity Cards Pock $2 Box 49.95 
Wolverine Cards Pack (each)... $2 
X-Men Ultra Series | Pock (Fleer) . $2 
X-Men Senes | Pock (impef) $2 
X-Men Senes Il Pock (SkyBox) $2 
Youngblood Pock 51 Box 29.95 


Ѕррк-МАн Premiere CARDS 


Ай new 150 cord series from Fleer! 


Spider-Man Premiere (pack) ... $2 
Spider-Man (Box - Lim 1) $69.95 


67$3 8-18 $2 


Limit 2 $5 
Limit 2 $7.50 


Arcadia 1 (Limited Prism cover) 
Arcadia Limited Squarebound 
Batmon 491,492 (1st Print - Lim 2) 
Daredevil Man without Fear 1,2 
Darker Image 1 (Limited Ashcon 
Deathmate Red (Limit 1 

Golden City | (Limited Gold cover) 
Golden City Limited Squarebound 
Marvels 1 2(Limit 2) Magnus 9,10 
Out of the Vortex ! (Limited Gold cover) 
Shadowman 2.3.8 (Limit 2) 

Solar 15 Spawn 1,3,5 (Lim 2) 
Spider-Man 2.4 (Limit 2) 

Steel Harbor ! (Limited Silver cover) 
Steel Harbor Limited Squarebound 
StormWatch | (Limit Ashcan) 
Uttraverse О Union | (Limited Ashcon) 
Wild CATS Trilogy 1 (Limited Ashoon 
Wolverine 75(Lim 2) Youngblood 1.2 


2740 


Dr. Mirage | (Gold cover) 

Freex | (Limited Hologrom cover) 
Hardcase | (Limited Hologrom cover) 
Shodowmon 1 (Limit 2) Solor 3.14 
Strangers 1 (Limited Hologram cover) 


| | 
AAMERICAN 
ENTERTAINMENT B 


Comics & ENTERTAINMENT 


Box 470-CS22 
Gainesville, VA 22065 


(703)-330-3500 


6. US odd $3.95 for shipping 
Conoda $4.95, Foreign $7 95 
7. Add on 


3-6 weeks for delivery. Thonks! 


We reserve the night to updofe proces 
& im 


